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1.   SYNOPSIS 

This report presents the results of a six month effort by 

Abt Associates Inc.  to develop a game to simulate some of the major 

aspects of the terror phase of internal revolutionary conflict 7i an 

urban environment and to explore the feasibility of developing a com- 

puter modeü of urban insurgency based on game findings.    Research 

on twenty selected cases of urban insurgency preceded development 

of the game,  known as the ARPA URB-COIN GAME,  which has been 

played eight times to date; five times in developmental test versions,  and 

three times in its current operational form. 

Game rules and procedures have been refined toward in- 

creasing realism and playability after the successive 'manual simu- 

lations.    At present,   the rules approximate their f'nal form,   although 

modifications will doubtless be made after future demonstrations. 

This report deals with the URB-COIN game design,  develop- 

ment and testing,  and include the data from plays which have been 

held. 

The URB-COIN game has not as yet been played a sufficient 

number of times to provide a data base for quantitative research findings. 



2.    CONCLUSIONS AND RECOMMENDATIONS 

CONCLUSIONS 

1. The manual game and simulation design demonstrate the 

feasibility of modeling at least some of the major political,  economic and 

military aspects of urban insurgency. 

2. Operation of the manual game greatly clarified the subtle and 

complex interaction dynamics of responsive decision-making which are 

usually most difficult to model directly,  thus reducing overall simulation 

design time.    One of the principal trade-offs explored is that which re- 

solves popular perceptions of the justifiable use of police power in the pres- 

ence of a terrorist threat. 

3. The manual game,   simulating the terror phase of urban insur- 

gency,  appears to be a useful training device for non-expert personnel. 

4. Display and logic requirements for a complex simulation appear 

to be determinec most effectively by the operatic: of a manual game with 

substantive experts as players. 

5. Research results from the URE-COIN game and any subsequent 

simulation based upon it will be limited by the fact that the present struc- 

ture considers urban insurgency as an isolated phenomenon and does not 

treac its relationship to simultaneous insurgent operations in a rural en- 

vironment. 

RECOMMENDATIONS 

1. The URB-COIN,  AGILE-COIN and POLITICA games should be 

integrated in order to observe the nature of a country wide insurgency 

including both urban and rural operations. 

2. Both the URB-COIN and AGILE-COIN games should be expanded 

in order to simulate in greater detail the pre-violent, essentially political 

stage of insurgency. 
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3. Versions of both games or of  an integrated game dealing 

with a specific geographic region at a specific time should be designed and 

programmed. 

4. Versions of both games or of an integrated   game should 

be designed and programmed in order to study the specifically economic 

aspects of insurgency. 



3.    PROBLEM APPROACH 

3. i   Utility of Simulation for COIN 

The utility of simulation for counterinsurgency is the result 

of the complexity of the problem and the state of our knowledge about 

it.    If the problems of counterincurgency could be described in terms 

of a small number of variables,  like most physical processes,  mathe- 

matical analysis could soon solve them.    If the state of social science 

knowledge were comparable to that of the physical sciences,   in which 

most important variables and relationships can be defined quantita- 

tively,  direct mathematical     analysis would possibly be more attractive 

a method than simulation. 

The situation now is that we must deal as heat we can with a 

complex problem that has not been described in quantitative form. 

Simulation is one way of moving from the qualitative to the quantita- 

tive,   and from subjective impressions to objective analysis, theory 

building,   experiment,  theory correction,   prediction,   and control.    And 

that is the final objective of our applied research--control of insurgencies. 

What can simulation do that conventional social science research 

cannot?    Simulation ca.:: integrate many diverse elements of knowledge 

about a complex process,   where those elements must be so integrated 

to operate realistically because they are mutually dependent.    Simula- 

tion is nothing but the dynamic exercise of a theory about a process in 

time,   under varying starting conditions,   constraints,   and parameter 

values.    As such,   simulations are experiments with analogical models 

of complex systems sue i as social groups of military forces that cannot 

practically be manipulated for experimental purposes in real life. 

The utility of simulation is therefore the utility of experimentation-- 

basic to the conception,  expression,   correction,   and refinement of theory. 

And a theory about a  process is essential to its description,   prediction, 

and control. 

Simulation may take the form of manual games,  man-machine games, 

or all -computer simulations,  but they aie all basically experimerts with 
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complex systems comprising various values,  combinations,  and relation- 

ships of numerous variables.    There may be something inelegant and 

'brute-force' about 'cut and dry1 experimentation by simulation techniques 

or any other--but it appears to be the only technique we have for learning 

about insurgency other than a series  of costly wars. 

|« 
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3. 2   Uses of Manual Gaming 

A model ia a simplified representation of objects,   states of 

objects,  and events.    It is basically a theory about a situation 

representing the phenomenon involved in it.    Its utility results from 

its manipulability in experiments,   where experimentation with the 

real world subject cf the model is impractical.    Models can be used 

to describe,   explain,  predict,   and control.    In the case of modeling 

or simulating insurgency,   we must resort to this form of experimenta- 

tion because real world trials are too long and cosvly,   and because the 

large number of qualitative variables preclude direct mathematical 

analyses. 

Games such as the ARPA URB-COIN GAME are useful in help- 

ing to develop decision models,  by providing tests of the relevance of 

variables and their structural relationships for specific problem contexts 

such as terror-phase in   urgency.    The relative significance of the 

qualitatively identified variables in internal revolutionary conflict is 

not clearly understood.    Manual gaming clarifies their relative importance 

in the cou  se of successive plays,   providing information useful for quanti- 

tative weighting factors in a computer model simulation. 

Games help develop model theory,   suggest hypotheses for test, 

and test hypotheses.    However,   strong infe lences cannot be drawn from 

game plays concerning decisions made in the reality i-imulated by the 

game,  because the behaviordl variables cannot be sufficiently controlled 

or measured.    This is another reason why gaming is no substitute for 

model simulation,   although it is a useful step toward model simulation. 

Manual games offer at least three other important benefits.    These 

are training,   identification of data requirements,   and direct stimulation 

of insig its about the problem gamed. 

The current degree of specialization in the social sciences and 

engineering arts (such as computer programming) limits the communica- 

tion between substantive expert and model methodologist.    Both «xperts 

and trainees can rapidly understand the rules and event« of a COIN game. 
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and are thus able to interact with it critically and creatively. A game 

can be considered to be a device for integrating and communicating in- 

formation. 

Since the most critical early phase of internal revolutionary war 

involves political,   social,   psychological and cultural processes,   it 

seems effective to experiment in an arena giving full play to human inter- 

actions.    A "manual" game provides rapid,   direct human interacting giv- 

ing play to the social science variables of interest. 



4.    GAME DESIGN 

4. 1   Aspects of URB-COIN Chosen ior Manual Gaming 

The aspects of URB-COIN considered for simulation by manual 

gaming were those that appeared to offer the best match between relevant 

research needs and methodological capabilities.    After considerable study, 

the terror phase of urban insurgency was chosen because the political, 

military and economic aspects of that stage are ill-understood,   and also 

because the terror phase  -.--emed amenable to study by means of gaming 

techniques. 

It is generally agreed that the events of the terroi phase frequently 

determine whether or not an insurgency "goes critical. "    This is the period 

at which the insurgents attempt to extend their popular support to groups 

beyond their already-established infrastructure,   to build up their military 

capabilities while eroding those of the Government and to create chaos 

through terrorism and economic disruption.   For gaming purposes,   the insur- 

gents were purposely left free to determine their own ideological character 

on the basis of Government policy ajid popular grievances. 

Because of the nature of this phase,   population loyalty and changes in 

economic status and military capability were chosen as the major problem 

variables for the manual simulation.    Protagonists included Government,   In- 

surgents and population,   with the population groups divided along socio- 

. economic lines.     The combination of these three types of interaction (loyalty, 

economic transaction,   military force) in various mixtures among the three 

types of actor groups and within the population groups readily lent kself to 

manual gaming ar an experimental method. 

Players were able to change loyalties,   practice deceit,   deception and 

terrorism and exert force where it seemed effective.    Competition for loyalty, 

force capability and economic betterment encouraged player involvement and 

motivation on the one hand and simulated the crosn-pressures to which people 

are likely to be subjected in a stress situation on the other,     jb^l1'qerents 

were forced to make critically important choices between military and poli- 

tical objectives. 
It was hoped that highly motivated players working within the game atruc- 

ture--a structure developed after considerable study of urban insurgency--might 

produce data which would have some relevance for real-world situations.  Since 

the game has not been played enought to provide a sufficient data base for legiti- 

mate interpretation as yet,   it remains to be seen whether or not the hopes are 

justified. 
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4. i'.   How Well Does the Game Structure Fit the Intended Aspects of the 
Re AI-World Situation? 

The game structure was intended to simulate ond kind of "terror" 

phase in urban insurgency--the transition from Mao's Phase I to Phase II 

in an urban setting or, the transition from subversion to subversion ac- 

companied by guerrilla warfare,   economic disruption and terrorism.    The 

Insurgents may see fit to persuade, threaten or terrorize population groups, 

to sabotage facilities or collect protection money from the owners.    They 

may also force the Government to adopt unpopular measures of population 

control in the face of random violence or may engage in selective assass- 

ination among pro-Govcrrnr lent population groups. 

The game has deliberately been structured as a purely ur^an pheno- 

menon.    For purposes of the exercise,  it is assumed that there is no insur- 

gency going on in the covintryside.    This assumption is rather tenuous in 

the light of contemporary experience with "wars c£ natural liberation" in 

which urban operations   are often designed to support rural insurgency by 

forcing the Government to deploy large numbers of troops and police to guard 

against terrorist attacks on various facilities.    At the same time,  "National" 

forces are not available to be brought in as reinforcements for the  Govern- 

ment side.    The historical evidence,  as indicated in Appendix A, is that 

such forces will virtually always be decisive,  if they are both available (i, e. , 

not tied down by operations in the hinterland) and loyal to Government direct- 

ives.    In essence,  then,  we are looking at a purely abstract isolated urban 

situation and are asking what would happen if external factors were elimina- 

ted.    Consideration of the combination of urban and rural factors has been left 

for an anticipated integration of the URB-GOIN and AGILE-COIN games.  The 

game also excludes sucn factors as food and water supplies,  control of which 

might be crucial should the Insurgents manage to get the population to the 

barricades. 

Ideally,  communications should be relatively rapid in an urban setting. 

For game purposes,  a public address system,   when available,  would appe<.r 

to be the best method of conveying news to the population.    Oral announce- 

ments and/or "newspapers" may be used in the absence of a functioning 

pul^'c address system. 

Insurgents,   as illegal revolutionaries,  may not compete overtly with 

the Government for popular loyalty,  without exposing themselves to police 

action.    Their identities are secret and their actions of necessity are covert. 

To complicate matters for the Insurgents,  there also exists a Government 

Secret Police apparatus which may try to penetrate the Insurgent movement. 
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The Government,  on the other hand,  is required to deploy a certain amount 

of strength in order to protect fixed facilities from sabotcj,^.. 

It must be emphasized that the game simulates only some of the salient 

situations in the transition from subversion to violence.    It is assumed,  for 

example,  that neither belligerent side is initially penetrated by agents of 

the other side.    In brief,  the game concentrates on popular attitudes,  econ- 
omic motivations and military force to the possible exclusion of other rele- 

vant factors. 

"N ■■ 
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5.    GAME DEVELOPMENT AND TEST ^ 

Development History of the URB-COIN Game 

The initial development phase of the URB-COIN study included 

a survey by Abt Associates Inc.   staff of twenty ideologically and geographically 

diverse cases of urban insurgency which have taken place in the past century. 

(See Appendix A.) These examples were chosen in order to gain an insight in'co 

the operative factors which seem to effect the success or failure or urban insur- 

gency in widely varying contexts and to isolate the elements which seemed most 

appropriate for simulation purposes. 

After considerable analysis,   a decision was taken tr. concen- 

trate on the same pha:?3 of insurgency in an urban environment which the 

AGILE-COIN exercise simulates for the rural ccntext.    In this stage of tran- 

sition from terror to guerrilla warfare,  the Insurgents have already succeed- 

ed in organizing an infrastructure among the population and are beginning to 

have some military capability to engage in guerrilla operations against Govern- 

ment forces.    The present structure of the AGILE-COIN and URB-COIN games 

makes it necessary to assume that the insurgency is confined exclusively to 

either rural or urban areas.    The simulations therefore neglect the problems 

of tactical and strategic interaction between the two environments. 

The first URB-COIN exercise was conducted by Abt / ssociates Inc. 

personnel on January 13,   1966.    Since then,   rules and procedure^ have been 

modified for increased realism and playability,  but the fundamental concept 

of the game has remained the same. 

Players were iritially identified to each other as representing 

either population or Government.    The population was in turn distributed among 

three classes: upper,   middle and lower.    Both Insurgents and Government 

Secret Police were disguised as members of the population.    Population players 

were issued white chips to represent people in their group,   while members of 

the belligerent teams received Hue and red force chips to symbolize armed 

men.    These armed men were able to fight each other on a one-to-one basis, 

but five populatior chips were deeiTied necessary to overcome one force chip. 

In physical terms,   th'i pi -»a was divided into sections repre- 

senting commercial,   industrial,   /esidei.   al and slum sections of a city and 

a government headquarters.    According to their role,   players moved from 

11 



one section to another every five minutes in order to simulate normal popula- 

tion movements during the workday,   evening and night.    Lower class players, 

for example,   would spend the worktime perior1 in one of the city sections, 

depending on whether they were employed as laborers in industry,   as service 

workers in the commercial section,   as domestics in the residential section 

or unemployed,   in which case,  they would either remain "at home" in the 

slums or go looking for work in one of the other sections. 

At the outset,   all players were given a sum of money to represent 

a material standard of living.    Players were encouraged to maximize their 

financial resources in the course of the simulation and those affected incurred 

an economic penalty when disruption of jobs took place due to strikes or sabotage. 

Various operative problems arose in the course of this exercise 

which were subsequently corrected by rule changes and procedural refinements. 

Changes were also made in the direction of greater realism.     Problems and 

modifications were as follows: 

1. There was considerable confusion between population and force 

chips issued to the various players,   and as to how the population chips were to 

function m military engagements.    Initially,   an exchange rate was established 

through which population chips could be exchanged for force chips at a set ratio. 

This solution proved inadequate and was modified after the second play.     (Popu- 

lation and arms chips can no longer be exchanged for each other; and arms 

chips represent arms only,   not armed men. ) 

2. Search methods in the first game were found to be both time- 

consuming and potentially embarrassing.   A procedure was therefore introduced 

whereby police searches were conducted through Control.    The person searched 

was required to shov.  all chips and money in his possession to Control,   who 

would then convey the information to the searching policeman. 

3. Confusion existed among the players about the requirements of 

upper,   middle and lower class roles,   which led tc the development of micro- 

scenarios to give the players a better idea of their roles and to indicate the sec- 

erns of the city in which they were to work,    Microscenarios were also used to 

simulate a more complex social structure,   in that the middle class was de- 

composed into professional-managerial and lower middle-class shopkeeper groups, 

The lower class was diffe   entiated into employed and unemployed workers with 

appropriate attitudes assigned.    Insurgents and Secret Police were given 'covers' 

within the population groups. 
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4 It was decided to assign to the Insurgents a sanctuary where 
they could hide,   plot or I old prisoners.    This idea proved impracticable 

for a variety of reasons (principally the inevitable Government'blockade' 

of such sanctuaries) and was later modified.    (Sanctuaries can now be located 

anywhere outside the immediate play area,   and traffic to and from them is 

'covered' by    general traffic by all players.) 

5. To facilitate terrorism and sabotage,   the insurgents were to be 

provided with "bomb" cards.    Bomb rules have also had to be clarified. 

6. To permit more time for players' planning,   moves were in- 

creased from five to ten minutes duration (from fifteen-to twenty-minute 

24-hour cycles,  divided into two rather than three moves. 

These changes were incorporated into the second URB-COIN 

play at Abt Associate? Inc.   on January 20,   1966.    The insurgent sanctuary 

proved to be a major problem at this time because the police knew its location 

and so were able to keep it under surveillance and to engage anyone coming 

ritit of it.    This proved extremely unrealistic,   but it was hoped that a sanctuary 

Mrther removed from plav area might minimize the problems. 

Another change which seemed advisable after the second play was 

to eliminate "force!! chips and exchange rates in favor of issuing white "popula- 

tion" chips to all players and blue chips  representing weapons to the police 

and to the insurgents.    The police were given more arms than men,   the Insur- 

gents more men than arms.     The winner in a military engagement was assumed 

to have captured the arms lost by those killed on the losing side.    This mechan- 

ism also gave the Government the option of arming the population,   a move which 

real-world Governments have often actually made.     Further,   a revision in 

casualty calculation,   which had earlier been based on the one used in the ARPA 

AGILE/COIN rural insurgency game,   was devised on the assumption that the 

smaller unit would be able to break contact in an urban setting and escape 

through alleys,   sewers etc. 

The third and fourth exercises at the United States Air Force 

Academy on January 27,   1966 demonstrated the need for pre-casting partici- 

pants. Also pointed out   was the utility of having a public address 

system to announce news to the population.    This worked quite effectively and 

led to a decision to use a newspaper device in future plays should public address 

facilities not be available.       Also suggested was the fact that the various facilities 

in the different sections of the city be clearly     larked. 

13 
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One of the major operational problems which appeared in 

the Air Force Academy demonstrations was the fact that it was impossible 

to determine the size of a belligerent unit before an engagement because 

population and arms chips were carried out of sight.    This difficulty has since 

been solved by requiring all players to wear their white "population" chips on a 

"chiplace" around their necks.    The size of -ny group may then be immediately 

determined. 

The insurgent sanctuary als:» remained a problem in that 

although the police were prohibited from attacking   it or setting ambushes 

outside it,  they were still able to identify insurgents by watching traffic to and 

from the sanctuary.    The solution,  which brings the game closer to reality, 

was to abolish the invulnerable sanctuary altogether and to substitute a rule 

wh'ch allows players to spend one-fourth of their time visiting the "country". 

Insurgents have been advised to set up a secret headquarters outside the play 

area which vhey may move at their discretion.    In this way,  the Insurgents have 

a sanctuary which is free from Government attack because military engagements 

are prohibited in the "country".    At the same time,  the Government does not know 

that an Insurgent headquarters exists but may gain the fruits of surveillance 

should its intelligence apparatus discover the Insurgents1 whereabouts. 

Another difficult area was circulation control - how to assure that 

players went to their assigned sections of the city when they were supposed to do 

so.    The corrective mechanism adopted was to reduce the initial money payments 

to each player '        e level of previous savings and to pay each player at a speci- 

fied rate at the end of each workday period.    If the player is not present in his 

assigned work area,   he will not be paid.    This mechanism also gives greater 

impact to economic disruption penalties. 

An economic mechanism was also adopted in order to modify the 

ability of the police in previous plays to carry out wholesale searches of popu- 

lation members without incurring the popular resentment which sxizh activities 

do in fact encourage in a real-world situation.    After the fourth play - one in 

which  indiscriminate arrest played an important part - a new rule was devised 

whereby any player arrested and/or searched by a belligerent mi: it forfeit a 

day's wages to Control.    Players may be conpensated for false arrest,  but such 

compensation will naturally deplete belligerent financial reserves. 

14 



These changes were incorporated into a test play with members 

of the Army ROTC unit at Worcester Polytechnic Institute.    For the 

most pnrt,   the mechanical fixes were proved out,  although it was appar- 

ent that the free play nature of the game did  not result in adequate docu- 

mentation for detailed post-game analysis of the interaction of factors 

present in the exercise.    A set of forms were the refore devised for 

both players and umpires,  on which sufficient information can be record- 

ed during the course of the exercihe to enable a post-game reconstruc- 

tion of the action.    In order to facilitate the use of these report forms, 

an explicit log-in procedure was adopted for players entering an area. 

Once this procedure was developed,  it became apparent that it would also 

greatly alleviate the problems of circulation control,  search and seizure, 

and arms concealment which have been memioned above. 

This final version of the game was successfully tested on 17 April 

3 966 at the Boston Army Base with personnel of the 505th Army Security 

Agency Group.    This test play resulted in only minor textual changes to 

the game rules and umpire instructions.    The game,  in its current form, 

was then demonstrated in two plays on 17-18 May 1966 at Fort Gordon, 

Georgia,  with personnel of the Army Civil Affairs School,  the Military 

Police School,  and the Military Police and Civil Affairs Agencies,   Com- 

bat Development Command. 

A complete set of the final games rules and associated materials 

is given in Appendix B. 
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The final version of the gaine involves conflict between 3 groups - 

Government,   Insurgents and population - with provision for furthei conflict 

between the various socio-economic classes among the population.    It in- 

cludes specific provisions for the following actk is: 

1. Expression and tabulation of loyalty by population 
players. 

2. Conflic: between socio-economic classes and 
within the classes themselves. 

3. Definition of winners. 

4. Changes in players' resources. 

5. Military engagements. 

6. Casualty calculations,   including cross-fire losses 
to the population. 

7. Population capability to resist belligerent actions. 

8. Population capability to take up arms. 

9. A police network,   including both civil and secret 
police with their own communications. 

10. A public information system. 

11. Constraints on force deployment. 

12. Propaganda. 

13. Sabotage,   bombing,   terrorism and assassination. 

14. Creation of clandestine infrastructures. 

15. Economic disruption 

16. Strikes,   rioting,   popular protest. 

17. Spying and intelligence gathering. 

Displays of the major game variables and events are maintained 

by Control while the game is in progress.    Game summaries and results of post- 

game analyses are shown in Appendix C. 
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APPENDIX A 
r 

HISTORICAL CASES OF URBAN INSURGENCY 
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APPENDIX B 

A COMPLETE SET OF GAME MATERIALS 



BLANK PAGE 

I 



URBCOIN 

PLAYER RULES 

L  GENERAL 
* ■      ■—■ 

The simulation is designed to exercise a number of the factors vhich 

seem important in situations of urban insoirgency. 

There are three distinct groups represented -- Government,   Insurgents, 

and Citizens -- each one having its own resources and objectives.    Players in 

the simulation take the roles of representative individuals who are members 

of these groups,  and who may also control whole blocs of manpower or 

economic resources.    The players interact in terms of population or "lives" 

(so that terror can be simulated) and also in terms of "money" so that 

economic disruption is possible. 

The general objective of both belligerents is to reduce the other side's 

capabilities while attracting the loyalty of the citizenry.    The citizenry's 

general objective is to maintain or improve its material welfare while siding 

with the winning belligerent. 

A.    Control Team 

A control team referees and records the game.    This team is 

completely neutral among the flayers,   its instructions must always 

be carried out,  and players must always tell the truth when dealing 

with it. 

B.     Players 

Players are divided into three groups: 

1. GOVERNMENT 

2. CITIZENS 

3. INSURGENTS 

Administration and Civil Police 
Secret Police 

Upper Class 
Middle Class 
Lower Class 

Leader 
Agitators 

The Secret Police  and the Insurgents  are not identified to anyone 

except the captain of their own side.    All of them have "cover"    roles 

as members of the Citizenry,   so that at the start of the simulation all 

players will identify themselves as  one of the following: 

Bl 



1. GOVERNMENT 

2. CITIZENS 

Administration and Civil Police 
(approx.  20 percent of players) 

Upper Class 
(approx.  10 percent) 

Middle Class 
(approx.  20 percent) 

L.owv.r Class 
(approx.   50 percent) 

Government and Tnaurgent teams may confer among themselves 

for planning purposes before the game starts. 

The city is divided up into five sections with a central park or 

plaza.    This can best be represented by five doors opening on a 

corridor.    Various simulated facilities   are located in different 

pa. ts oi the city as follows. 

GOVERNMENT 
HEADQUARTERS 

COMMERCIAL 
SECTION 

Radio vStation 
Telephone Exchange 
Treasury 
Railroad Station 
Banks 
Stores 

INDUSTRIAL 
SECTION 

Exe>. trie Power Station 
Factories 

PARK AND PLAZA   (CORRIDOR) 

SLUM 
SECTION 

Lower Class 
Home .3 

UPPER AND MIDDLE 
CLASS HOMES 

Water Reservoir and Dam 
Airport 
Upper Class Homes 
Middle Class Homes 

The simulation covers several days in ths, typical city,  and 

takes place in 20-rrinute cycles.    For the first ten minutes of the 

cy^le,  it is daytime an- for the ntxt ten minutti it is night,   and so 

on.    The passage of time will be clearly indicated by the Control team. 

Players,  except civil poli< emen and the HeaO of Goverpfnent, 

have a clearly defired daily • outine to follow (discussed hereafter) but 

are allowed a certa'.n amount of leeway in making the?.r way from area 

to area simulating commuting time.    As the diagram below shows, 

at anv point after eight minutes of daytime h   /e passed,  players are 
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at- liberty to return he me but need not check in until two minutes 

into the nighttime.    cimilarl7,  players may start for work two 

minutes before the dawn and arrive there two minutes late without 

in any way b/eaking their daily routine.    (See table below. ) 

Thus, there is a four-minute grace period for each day/night 

changeover.    This grace period may be used by the players to 

fill out and file tl e report forms discussed below. 

NIGHT 

mmmmmmmmmmmmmE 
'jmmmimMmmPr'mHmmm. 

DAY 

Time (Minutes) 
0 

_ 8 

NIGHT 

DAY 

mmmmmmmimmmmm 
NIGHT 

wmmmJimuümjwiijLTtmmmmM*^ 

30 

'42 

DAY 
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IL GAME MATERIALS 

Poisonnel and weapons are simulated by chips in the game. 

Players will also be dealing with various control forms. 

A. Chips 

Players receive a supply of round chipe with holes through 

the middle.    These chips can be threaded on a "chiplace"    -- a 

piece of wire in this instance.    The ends of the chiplace are then 

connected to form a loop for players to wear around their necks, 

thus; 

Chip        fl ^T^l   B Loaded 
Chiplace 

1. Civil Police Chips 

In this exercise,  blue chips represent civil policer^-en. 

Qily the Head of Government ant1 his civil administration have 

a supply of blue chips.    The Head of Government will distribute 

blue chips among the police players as he wishes.    This may be 

done before the game starts. 

2. Weapons Chips 

Red chips represent weapons.    The Civil Police must al- 

ways ca^ry any red chips they have openly,  i.e. ,  on their chip- 

la':es.    Citizen players may also receive a supply of red chips 

initially or may acquire and use them during the game.    They 

need not carry them openly.    The Head of Government and Chief 

Insurgent each receive an initial supply of red chips.    They may 

distribute these to their team members or to citizens,   as they 

wish.    This may be done before the game starts. 

3. Population Chips 

Any color other than red or blue is a "population" chip,  and 

represents civilian population.    These chips are green,  yellow, 

or white,  but for game purposes there is no distinction between 

these three colors.    All citizens and players with clandestine 

roles receive these chips from Control before the start of the 

game. 
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4.     Bomb Chips 

There is also a supply of large round red chips,  without holes 

in the middle.    These represent bombs, and initially are supplied 

to Government and Insurgent teams only.    Citizen players may 

acquire and use them during the game. 

B. Money 

Before the start of the game players receive from Control a 

supply of stage money to be used for economic transactions among 

the players.    During the game some players may receive additional 

funds from Control or be required to pay some money back to 

Control. 

C. Forms 

1. Report Forms 

All players,  except the civil police, receive a pack of re- 

port forms.    One of these must be filled out in every cycle 

(see instructions below).     The contents of the forms should be 

shown only to the Control team. 

2. Arrest Forms 

The Control -„earn member in the area whe^-e an arrest is 

made will give the arrested player an arrest ^orm.    This form 

lists, with certain exceptions (see below under Arrest Rules), 

the resources of the arrested player.    The form is designed to 

obviate any necessity for personal searches,  and must be handed 

to Control team member on arrival in government headquarters. 

3. Safe Conduct Forms 

A player  released after being arrested is given a safe conduct 

form  which protects him from re-arrest for one half cycle. 

D. Name Taga 

All players receive and wear a tag which names their social 

group.    All name tags are numbered for personal identification. 

The numbers have no significance in game terms but are a device 

to enable Control to identify players quickly. 
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III. Player Aims and Resources 

A, Citizen Players 

1.      Resources 

a) Population - You each start the game with a supply of 

chips.    You represent the leader of a group,  and the chips 

represent the group.    The chips must always   be worn on 

the chiplace hung round your neck. 

b) Moi.'ey - You also each start the game with a supply 

of stage money which represents your general standard of 

living, 

c) Weapons   -   Some of you may have a supply of red weapons 

chips or may acquire some during the game, 

,   2.     Aims 

Your aims are to support the winning side (in game terms, 

to have recorded loyclty to the winning belligerent at the end 

of the game), to keep alive as many as possible of your  group 

(in game terms,  to retain a maximum number of your chips), 

and to increase your welfare (in game terms, to have maximized 

your wealth in stage money). 

B. Belligerent Players 

For the purposes of this simulation (which represents no more 

than a few weeks of real time),  players representing either Govern- 

ment or Insurgents may not defect, but must retain their initial 

loyalty throughout.    Civil Police may, however,  resign their jobs 

by exchanging blue chips for population chips with the Chief Umpire. 

1.      Resources 

a)   Population   -   Your resources in terms of people are 

represented by colored chips which must always be worn round 

your neck on a chiplace.    At the beginning of the game the Head 

of Government is given a supply of blue chips representing his 

civil policemen and administrative a^ .istants.    He may distri- 

bute these as he thinks fit among the players representing the 

civil administration and police.    The secret police and the 

insurgents all receive varicolored chips as do the citizen 

players.    Insurgents and secret police,  therefore,  look exactly 

like any other civilian player.    Insurgents and secret police are 

initially known only to their leaders. 
i 
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b) Money   -    The Head of Government receives a sum of 

stage money equal to approximately 1/8 of the total amount 

initially allotted to all players.    The civil policemen re- 

ceive nothing.    The Insurgents and the secret police receive 

only the amount of money appropriate to their open cover 

roles.    For example,  an Insurgent whose cover is that of 

a middle class citizen would receive the same amount of 

money received by othsr middle class players.    The In- 

surgent leader is given a small amount o^ extra money. 

c) Weapons and Bombs    -   The Insurgent leader and the 

Head of Government both receive a supply of small red 

chips which demote weapons.    Each red chip equalc one 

weapon so that, for example, ten red chips would be required 

to arm ten blue or varicolored chips.    Government players 

(other than the secret police) must always carry their weapons 

on the chiplace.    Insurgents and secret police may carry 

concealed weapons (see Weapons Rules).    Both sides more- 

over receive a supply of large red chips denoting BOMBS, 

2.     Aims 

The objective for both Government and Insurgents is to re- 

duce the force capability of the other side and to attract the loyalty 

of a large percentage of the citizen population.    The specific 

win criteria     (that is, the necessary percentage reductions in 

the other team's forces and the actual proportion of popular 

loyalty acquired) are known only to the Control team.    The Con- 

trol team will end the game if and when the  criteria are achieved. 

If,   and only if,  the Government team wins,  the civil policeman 

who has the most money at the end of the game is also an indivi- 

dual winner. 
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IV Player Activities 

A.     Routine Activities 

All citizen players are given a daily routine.    Any break in this 

routine may lead the police to suspect you of being an Insurgent,  and 

unpleasant consequences could ensue.    Daily routines are as follows: 

1. Upper Class   -   During the night you occupy the residential 

section,  and during the day you are in the commercial section, 

presumably looking after your investments.    Once every three 

days you spen I the first part of the night in the commercial 

section attending an entertainment. 

2. Middle Class   -   At night all of you are in the residential 

section.    During the day some of you go to the commercial 

section,  some to the industrial section,  and some stay in ehe 

residential section.    Your profile will tell you where you should 

go during the day. 

3. Lower Class    -   At night you occupy th«1 slum section.    During 

the day some of you go to the industrial section,   some to the 

commercial section,   and the unemployed remain in tne slums 

or can go and look for work.    Your profile will tell you where to 

go during the day. 

All players may,   however,   spend up to 1/4 of their time "in the 

plaza" i.e. ,  nowhere particular in the game. 

Each member of Control has a list of all players who are supposed 

to be in their   area during the day.       At the end of each day Control 

will pay a dailv  wage to each player who is in that area and who has 

not been on strike nor been arrested.    This is another reason to stick 

to your daily routine. 

Aside from this routine,  citizens may protest peacably or join 

the Insurgents or the Police.    You can steal, lie,  inform,  or  engage 

in blackmail.    Remember, however,  that if you are arrested by the 

police, you will lose a day's pay automatically and will also be fined 

by Control.    You may be in danger if you are in the vicinity of a 

Bomb attack,  or an engagement.    If you riot or try to fight armed men, 

your unarmed population fights at a 1:5 unit disadvantage.    An armed 
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member of ycur population (in game terms a colored chip supported 

by a red chip) fights on equal terms with other armed men (see below 

for section on Weapons). 

Whenever you enter any section of the city the local Control 

member will ask you to show him your current report form  (see 

below for a full discussion of this form).    Control will want to know 

how many population chips you have and how many,  if any,  red 

weapons chipf you are declaring (see below for discussion of Wea- 

pons).    Since you could be overheard if you communicated information 

about weapons verbally,  this standardized routine has been estab- 

lished.    All  players,  whether or not they want to impart any secrets 

to Control,   give the information about their populations and weapons 

by writing it on their report form. 

Weapons 

During the game you may acquire red chips which simulate guns. 

Each red chip arms one of your population chips.    If you have five 

ed chips and ten colored population chips you are taken to have 

live armed men and five unarmed.    As mentioned in the last section, 

unarmed men fight at a 1:5 unit disadvantage with armed men,   so that 

in the example you would have six effective fighting men.    It may, 

however,  be unwise to carry weapons around with you.    The police, 

if they arrested you,   could confiscate your weapons (unless you had 

enough to resist arrest) and might suspect you of being an Insurgent. 

There is,  therefore,  a device in this game whereby you can "cache" 

your weapons.    If you decide to -rarry guns during a given cycle of 

day and night,  you write the number of weapons you intend to carry 

at the bottom of your report form for that cycle.    The Control team 

member will examine this form anyway as you enter his section of 

the city (see above).    If you do not declare your weapons on this form, 

then you are presumed to have cached them.    In game terms,  this 

means you cannot use  your red chips during the cycle but,  on the 

other hand,  if arrested by the police,  you may deny having any red 

chips even if yog. have a pocketful.    The police may not physically 

search you in this game.    If,  however,  you are arrested and had 

declared your red chips to Control,  the Control member will inform 

the police,  if asked,  of the number of declared red chips.    This is 
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the equivalent in real life terms to being caught with a sten gun in 

your shopping bag.    You may declare only part of your weapon supply, 

but the undeclared part cannot be used until the next cycle. 

Report Forms 

You are required to fill out one of these forms every cycle.    A 

full specimen form follows, with comments on all the questions.    Re- 

member that the answers to question 9 and the START column in 

question 8 should be filled out at the beginning of the cycle so that 

you can show it to the Control member in any area you visit.    The 

rest of the form should be filled out at the end of each cycle, during 

the night when you are in your residential areas.    The forms mu&t 

be handed to the nighttime umpire before you leave the area at the 

e^d of each cycle. 
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Cycle No. 

i) Loyalty:   G N 

Class 

I 

No. 

(check one) 

(Please state the reason for any change in loyalty on back of sheet.) 

ii) Who do you think is winning?    G    N I  

iii) Who do you want to win?    G  N I 

iv) How many more cycles do you think the game will last? 

v) Number all areas visited during this cycle in order of visit. 

Upper & Middle Class _______        Slums   

Commercial District 

Police H.Q. 

Industrial District 

Insurgent H. Q. 

vi) Were you arrested?    If so,  by whom - G 

vii) If so,  what happened?  

viii) Please list your resources below. 

71= =*■ 

Resources [;|   Start  j; Gained|From 

Population:! 

Weapons 

Money ft 
.Ü 

Lost1 To 
 1  

Total 

ZS 
ix) How many weapons do you wish to use in    this        cycle? 

Signed^ 

*   The section outlined in black must be filled in at the START 
of each cycle. 
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Specimen Report Form 

1. LoyaHy    -   You can be loyal to either the Government (G) or 

the Insurgents (I) or you may report neutral (N).    Check one of these. 

Remember that in order to win the game you must have reported 

yourself in the last cycle of the game as loyal to the winning side. 

If you report neutral in the last cycle,  you cannot win.    You are not 

told when the game will end.    Control ends the game either  when 

one side reaches its win criteria or   when time runs out.    If your 

valty changes from one cycle to another,  write the reason for the 

inge on the back of the form. 

2. Who do you think is winning?     Control is interested,  for  post- 

game analysis,  in your perception of power during the game. 

3. Who do you want to win?    This question is asked,   like #2,   for 

the purposes of post-game analysis.    Control would like to know your 

true sentiments.    You might,  for example,   realiy want the Insurgents 

to win but be reporting yourself loyal to the Government in order to 

be on the winning side. 

4. How many more cycles do you think the game will last? 

Obviously,  the answer to this question may affect the answers to 

1,  2,  and 3. 

5. Number all areas    visited during the cycle in order of visit. 

Remember that a cycle lasts   one day and one night.    If you visited 

the commercial district,  the industrial district,  and the police head- 

quarters in that order,   then returned to your home in the slum,   you 

would indicate it like this: 

Upper and Middle Class        Slums  4_ 
Commercial District         1        Industrial District 2 
Police Headquarters 3 Insurgent Headquarters  

This information is used to reconstruct the action of the game. 

6. Were you arrested?    If so,   by whom,  G or I?     Please indicate 

which belligerent arrested you.    You may possibly be arrested by the 

secret police v^io may not declare themselves as such.    If you are in 

doubt about who did arrest you,  please so indicate.    If you are arrested 

by a civilian and taken to the Government Headquarters, you may assume 

that you were arrested by the Government Secret Police. 

7. If so,   what happened ?    Please state how long you were detained 

and what the arrester did to you.    Were you searched?    Were chips or 

money confiscated?   Were you compeusated for the arrest fine imposed 
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by Control or for your lost wages ? 

8.     Please list your resources below.     This is a running account 

of the state of your resources.    For example, if you were a slum 

dweller arxd started the game with $5,  ten people chips,  and one gun, 

then got paid $1 for your work but lost one person in a mystery bomb 

attack, your account would look like this: 

y 

Resources Start Gained/From Lost/To Total 

Population 
Money 
Weapons 

10 
5 
1 

1       Control 

  i  

1    ^omb 
1 
1 

9 
6 
1 

On the next  cycle,  of course,  you would start with 9 population, 

6 money,  and 1 weapon,  which should be inserted immediately in 

the START column of the form for the next cycle. 

9. Do you wish to use any weapons in   this cycle?    If so, write 

how many   on the form for that cycle. 

Control team members will examine #9 and the START column 

of #8 while the cycle is in progress.    You do not need to show the 

form to anyone else except members of the Control team. 
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B.     Violent Action 

NOTE:      Violent action,  as covered by this section,   may not 

be applied in the Plaza. 

1.      Sabotage 

a)   There are facilities distributed in various areas of the 

city (see plan below).    Any of these facilities may be sabo- 

taged.    Sabotage is carried out by planting bombs.    Enough 

bombs must be planted to destroy the facility completely. 

GOVERNMENT 
HEADQUARTERS 

COMMERCIAL 
SECTION 

Radio Station 
Telephone Exchange 
Treasury 
Railroad Station 
Banks 
Stores 

INDUSTRIAL 
SECTION 

Electric Power 
Station 

Factories 

SLUM 
SECTION 

Lower Class 
Horr.es 

UPPER AND MIDDLE 
CLASS HOMES 

Water Reservoir & Dam 
Airport 
Homes 

There is no concept of partial destruction in the game.    In 

game terms,   anyone who wants to destroy a facility must 

pass a number of large red bomb chips to the local Control 

member and state which facility he is bombing.    Control will 

then wait five minutes and announce whether or not the facility 

has been destroyed.    The destruction of the facility is deter- 

mined by the number of bombs used and the number of police 

or armed civilians guarding the facility in question.    The 

chart for the probability of detection follows.    If the bomb is 

detected,  it is disarmed by the guards and the facility is 

unharmed.    If the bomb is not detected and it is large enough 

(see table below),  then the facility is destroyed and some of 

the guards (chips) are killed.    Chip casualties may also be 

arsessed on bystandero by Control.    The number of civil 

police   guards,  if any,  for each facility will be posted in ad- 
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vance by Control.    Civilian guards may also be present 

but are not announced. 

10[ 

8. 

Number "i 
of 

Bombs ^i 

1-3 4-5        \ 

.1    .2     .3     .4    .5     .6     .7    .8    .9 

Probability of Detection 
• 

The following table shows the owners of each facility and 

the number of bombs required to destroy the facility.    The 

fourth column gives the amount in money required to rebuild 

that facility.    When a facility is destroyed, tho owner has a 

choice of paying up immediately or deferring payment.    For 

every cycle that payment is deferred, the price of rebuilding 

is increased by the amount in the last column.    It should be 

noted that even if payment is made immediately, the facility 

will not be repaired until one full cycle later.     For example, 

if the Treasury were to be bl^wn up in cycle #2,  and the 

Government immediately paid $30, the Treasury would not 

he rebuilt until cycle 4.    If the Government delayed payment 

until cycle #3, they would have to pay $60  and the Treasury 

would not be rebuilt until cycle #5. 
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r  
No. of BoAibs Repair Cost             ! 

Facility Owner Required to After Sabotage 
Destroy (Dollars)                   | 

i 

Airport Government 5 30                        | 
Electric Power Station 10 30                      ] 
Radio Station 10 30 

'   Railroad Station 10 45 
Telephone Exchange 10 30 
Treasury- 5 60 
Water Reservoir and Dam 10 60                     i 
Banks,  each Upper Class 5 20 

j   Factories, each ti           ii 10 15 
1   Upper Class Homes, each n            n 2 20                      | 
i    Middle Class Homes,  eachi Middle Class 2 15                     ! 

Lower Class Homes,  each    Slums 2 10                      S 

The destruction of a facility may affect daily wage payments. 

For example,  if a factory is destroyed, neither the workers 

nor the factory owner will be paid their daily allowance until 

the factory is repaired. 

b)   Guards    - Armed guards (police or civilians) may be posted 

at any facility.    Their presence  increases the probability of the 

discovery of any bomb attack (see section above) and thus adds 

to the protection of the facility.    In game terms,  guards are 

left by giving to th*; local Control blue police chips or varicolored 

citizen chips and an EQUAL NUMBER of red weapons chips. 

Unarmed chips ar'.* not effective as guards.    The Control teum 

■will post the number of civil police guards at each facility on a 

board which is displayed prominently in the local area.    Effec- 

tive guards may be assigned at any time before  Control announces 

the bombing, up to five mir.utes after the bombs are planted. 
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i 2. Open Conflict 

In any conflict (such as a riot) unarmed population fight at a 

1:5 unit disadvantage with armed population.    Remember that if you 

have not declared red chips at the beginning of the cycle in which 

the engagement occurs, you cannot use those red chips.    Armed 

men (ir^ht against each other on a 1:1 unit basis.    Control will deter- 

mine ».he outcome of the engagement,  and some chips on each side 

will be "killed,"   (in game teims,  confiscated by Control),  Human 

players cannot be "killed" and removed from the game.    The winning 

side will be awarded the weapons of the dead of the losing side. 

For example,  an engagement might occur between two players 

(representing civil police) who are carrying ten blue and ten red 

chips each and two players representing Insurgents who have 

eight citizen (varicolored) chips r^nd eight declared  red chips each. 

The police side has ZO armed men (20 blue chips and 20 red chips). 

The Insurgent side has 16 armed men (16 varicolored chips and 16 

red chips).    The Insurgents lose the battle.    Control decides that 

8 policemen and 10 Insurgent« were killed.    Control takes 4 blue 

chips each from the two policemen players and five varicolored 

chips from each of the two Insurgent players.     Since the police won 

and killed 10 armed Insurgents,   Control takes 10 red weapon chips 

from the Insurgents and gives them to the police.    This simulates 

the guns in the hands of the ten dead Insurgents   ncked up by the 

police at the end of the battle. 

3. Arrest 

All arrests or abductions must take place under Control super- 

vision.    If a player is arrested,  he may either go quietly or resist. 

If he chooses to resist the rules for OPEN CONFLICT (see above) 

apply.    If he loses the open conflict, his surviving chips and he 

himself must accept arrest.    If a player is arrested,  either before 

or after a struggle.  Control will give him an arrest form stating 

his entire population, one half of his monetary resources,  and any 

weapons chips he already declared in the particular cycle.    The 

player should hand this in to the Control Umpire in the Government 

Headquarters when he arrives there.    This form, should not be 

! 
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shown to anyone else!!    The Government players may not physically 

search any other player.    The contents of the arrest form are pre- 

sumed to be a list of everything found on thd player when he was 

arrested.    Any concealed weapons chips remain concealed. 

The arrested player is also assumed to have half his money 

with him and to have left the rest at home.    Note also that every 

arrested player will automatically bt. fined $1 by Control.    Police 

may of course reimburse a citizen player to compensate for false 

arrest, and the $1 fine imposed by Control to represent lost time 

and prestige. 

The arrester may, of course, decide to "shoot11 some of the 

arrestee's people chips.    The arrestee may resist but fights 

unarmed at a 1:6 unit disadvantage.    An arrested player may be 

held in custody for one full cycle, although he may be released 

earlier at the discretion of his guards.    Fcllowing his release, 

an arrested player is immune from re-arrest for the next full 

cycle.    To facilitate this, the Umpire in the Government Head- 

quarters will give to each released prisoner a "Safe Conduct Pass" 

valid until a designated time.    If you hold a valid pass and someone 

attempts to arrest-you,  show the pass to the local Umpire,  and he 

will allow you to leave the area. 

4.     Assassination 

Players may also be assassinated without the identity of the 

assassin being betrayed.    An assassin may use one bomb chip in 

any one area in any one cycle to "kill" up to five population chips. 

The mechanism for doing this is to give the local Control member 

a large red "bomb" chip together with the class and number of up 

to five human players.    A bomb will only kill one chip per human 

p1ayer.    There may be additional casualties assessed by Control 

on bystanders.    (NOTE:    Assassination attempts are not always 

guaranteed to be successful.    The success of an attempt is deter- 

iTiined by the Umpire.) 

* 
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ÜRBCOIN 

INSTRUCTIONS FOR UMPIRES 

Ij General 

Study the Player Rules; these will indicate to you what kind of behavior 

to expect from the players,  as well as what kind of demands they will be making 

on you.    The Player Rules are. however, deliberately vague on a number of 

points (e.g.,  matters of casualty calculations,  quantitative wm criteria), which 

are clarified bv these instructions!   You should not reveal this additional infor- 

mation to the players during the (,   me. 

II. Time 

There  are two s/stems used to specify time for reporting   nvirpcs» . . 

cycle time and clock time. 

Cycle Time:    The ^asic move rate of tl     game is divided into cycles, 

each representing a simulated 24-hour period.    These are numbered 

consecutively and are divided into haif-cvcles of day (D) and mght (N). 

For most purposes it is sufficient to specify time       the garv<e by cycle 

number followed by D or N ao appropriate. 

Clock Time:    When it is necessary to specify the precu-e time within 

a given h-If-cycle, use the actual time-of-day.    For this p\irpose,   all 

Control members {and players) will synchronize watches at th^ start 

of the exercise.    The nominal correspondence between cycle time and 

clock time is 20 minutes per cycle (13 minutes  per half-cycle),  with 

a 2-minute "grace period" at the beginning and end of each half-cycle. 

This schedule may be modified during the game by the Chief Control 

at his discretion. 

III. Control  Team 

duties: 

The Control team consists of at least eight people with the following 

Chief Control      -    a roving umpire to help out in any complicated 

situations and to deal with players' questions when    the local umpires 

are busy.    Responsible for time-keeping, 

Scorekeeper -   Compiles and maintains loyalty and casualty counts. 

Determines fulfillment of win criteria.    Otherwise functions as 

general assistant to Chief Control. 
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i Four Local Area Umpires -   Stationed in the Industrial Section,  the 

Commercial Section,  the Upper and Middle C'aas Residential Section, 

and the Slum Section,   respectively. 

One Umpire stationed in the Government Headquarters, 

One or more messengers. 

IV. Local Area Control 

The four local umpires are responsible for administering conflicts 

between players and .ilso for keeping records of these conflicts and of all 

sabotage attempts.    They are also responsible for seeing that players fill 

our their record keeping forms at the appropriate times and for administer- 

ing the economic part of the game. 

Forms have been designed to make the Control team's work easier. 

A sample control form is attached and you should study it in conjunction with 
these instructions. 

A.        Player Resources 

You should at all times be stationed   near the door of your area, 

and no player should be allowed past you into your area until he has 

checked in with you.    Your control sheet has a list,   filled in in advance, 

in the left hand column naming those players whose normal routine 

brings them tc your area once during a cycle.    These are your "Normal 

Players1,'     All other players in the game are listed in the lower half of 

that left hand column under the heading ''Other Players, "   Each player 

is listed not only by his class but by a number for identification purposes, 

As each player enters look at his name tag and place a check mark by 

his name in the "present" column under "D" for day or "N" for night. 

Ask each player to show you his current "Report Sheet'.1    This 

particular foim is used chiefly a.3 a record for game analysis purposes 

but is being used  in this instance as a secure method of communicating 

information to Contro1 members.    Question 8 of the form asks players 

how many population chips they have and question 9 asks players to de- 

clare any weapons chips they want to use.    Transfer to the columns 

under  "Declared Entering Resources" the number   of the players' 

population and declared weapons,  if any,  as taken from his report. 

In the next column note the total effective force that the player has 
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Cycle No- Class No. 

i) Loyalty:   G N (check one) 

(Please state the reason for any change in loyalty on back of sheet. ) 

ii) Who do you think is winning?    G    N    I  

ixi) Who do you want to win?    G    N I  

iv) How many more cycles do you think the game will last?   

v) Number all areas visited during this cycle in order of visit. 

Upper & Middle Class         Slums  

Commercial District 

Police H.Q. 

Industrial District 

Insurgent H. Q. 

vi) Were you arrested?    If so,  by whom   - G 

vii) If so,   what happened?     ^  

viii) Please list your resources below. 

Resources 

Population 

Weapons 

Money 

Start Gained From Lost' To 
-f- 

Total 

jix) Kow many weapons do you wish to use in    this        cycle? 3 
Signed 

*   The section outlined in bl xk must be filled in at the START 
of each cycle. 

N 
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with him.    This is the number of his armed chips plus 20% of his 

unarmed clrps.    For example, if a player declared 10 population 

chips and 5 weapons chips, then he has a force of 5 ^rmed men plus 

5 unarmed population.    Since vma/med population fight at a 1:5 unit 

disadvantage,   5 ui ^rmed people equal 1 armed man.    The player has, 

therefore,   an effective force    of 6, 

B.       Actions 

If an open conflict breaks out in your area,  when,  for example, 

one player decides to resist arrest,  riot,   attack another,  then the 

procedure is as follows. 

Note at the   Lop the nature of the action.    Determine which 

players are taking sides in the action.    Check,  in the "Involved11 

column,  the side each player has chosen,  G,  N,  or I,  for Govern- 

ment,   Neutral,   or Insurgeni.    At the bottom of the sheet,   enter 

the total effective force for each of the two side» which are party 

to the efrigagemenl.    In this game there are only two parties to a 

fight.    There may b^ cases when, one party to the fight is neither 

Government nor Insurgent,   and in this case ihey are "N" for 

record purposes.    From these totals calculate total casualties. 

AL Ihe bottom of the next column put in the total number of 

casualties on both sides (again G,   N,   or I).    Also indicate losses 

and gains of weapons by plus or minus numbers against G,  N.  or 

I     There should be one casualty assessed to the tlird  party for 

ev   ry five taken from the two belligerents.    Rased  or^ lleoe totals, 

allocate the losses and gains to the individuals involved.    Take the 

people chip casualties first,   marking the casualties agamtt the 

individual player under the heading "Casualties."   T. ke weapons 

from the losing side equal to their casualties.    Give the weapons 

chips taken from the losing side to the winners.    For example, 

if the losing side has 5 casualties,   take 5 people chipR and j 

weapons chips.    Hand the 5 weapons chips to the winning side. 

The tran^ier of weapons c7.-:ps should be indicated in the  £»    wea- 

pons   colUion agair.st the appropriate players.    For example,   if 

Slum #1 lost two weapor-.i,   -2 is marked against his name and 

T2 against the name '•'" who««.-*■ .•' got them.    The whole process 

should be repeated for every engagement in the cycle.    You    have 
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SAMPLE CASUALTY CALCULATOR 
M •" •      s ß ii 

h 
V  « 
60 U 

(4 
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2   ^"«^ 
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c. 

space for five engagements in any cycle.    Use a separate sheet 

if there are more than 5, 

Assassinations are also treated as engagements.    A player 

who wishes to carry out an assassination hands you a bomb chip. 

Mark "B'1 against the bomber's number under the heading "Involved. " 

The bomber may specify up to five    players wliose chips he would 

like to assassinate.    Place a check against each designated target 

player under "Involved. "   The bomber's first attempt in any one 

cycle will be successful.    Furcher attempts by him during the 

same cycle will fail.    If the attempt succeeds,  take one chip 

from each designated victim.    If the assassin has not specified 

five players,  then take one chip from the assassin and enough more from 

other players (bystanders) at random to make up five.    NOTE that 

only one chip at most should be taken from any player. 

Arrest 

) 

If a player insists arrest,   an action ensues between him and the 

arrefating party.    This should be handled according to the preceding 

section.    If the player loses the action,   or if he does not choose to 

resist,  he is arrested.    Enter the number of the arresting player   ag- 

ainst the name of the prisoner under the column marked "Arrested by'.' 

Take a $1 fine from the prisoner.    Fill out the top part of an Arrest 

Form and give it to the prisoner.    The arresting player may then take 

the prisoner   o his Headquarters for interrogation. 
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ARREST FORM 

Cycle No. D/N Area 

Name of Arrested Player 

Resources: 

Population     

Total Money 

Declared Weapons Chips 

HAND THIS FORM TO THE CONTROL TEAM MEM ,R IN 

GC VERNMENT HEADQUARTERS. DO NOT SHOW .T TO 
ANYONE ELSE. 

DO NOT WRITE BENEATH THIS LINE. FOR CONTROL 
PURPOSES ONLY. 

Was there a search? 

Resources Confiscated: 

Populai ion  

We apons  

Money  

Received from Government: 

Weapons 
.\ 

Money- 

Time of Arrest:    Cycle                              D/N 

Time of Release:     Cycle                           D/N 

Immune from Re-arrest until Cycle D/N 
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If a player produces i: valid Safe Conduct Pass,  he can 

successfully resist arrest without an action,  hue he must leave 

the local Area immediately or be subject to the -egular arrest 

rules. 

Sample   Safe Condict Past, 

Player                                                             | 

;   Seife Conduct until Cycle 

Signed 

__D/N 

Control in Govt.  HQ                     j 

D. Econorrdcs 

ion are also responsible for handling the economic flow in the 

^ame.    In the next eclumn the normal daily pay for players working 

in your area is already entered.    You normally hand out daily pay 

at the end of each day.    Players must be present at each pay day or 

they do not get paid.    No applications for arrears of pay should be 

entertained. 

It may not be appropriate to pay a particular player even if he 

is present at pay time.    For example,  neither the Upper Class owners 

of the factories  .or the IdCtory workers should get paid if the factories 

are closed by sabotage.    Players who have been on strike should simi- 

larly not be paid.    A player's place of work is clearly indicated on his 

name tag, 

E.       Sabotage 

At the bottom of the form is a section for recording and dealing 

with sabotage.    A list of the facilities in your area is already written 

in the left hand column.     The next column deals with their status which 

is either OPEN (functioning) or CLOSED (not functioning because of 

sabotage).    You should keep the column filled out.      Enter a check f/) 

for open facilities.    For a closed one,  enter "x" and thenumber of the 
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cycle in which it was destroyed.    The next columns give the owner  of 

the facility and the cost of replacing a sabotaged facility.    In the next 

column you enter the cost payable for repairs in the particular cycle. 

II the owner defers payment then the replacement cost increases by 

the original cost for every cycle that payment is deferred.    For example, 

if a facility costing $100 is destroyed in cycle 3,  and the owner defers 

payment to cycle 4,  he pays $200.    If the owner defers payment until 

cycle 5 he pays $300,   and I|>400 in cycle 6,   and so on. 

The next column headed "Bombs Required" gives you the number 

of bombs required to destroy the facility.    There is no concept of 

partial destruction in the game      The next column (# of bomber) should 

be filled in with the number of the player who gives you the bombs. 

You should write in the next column against the facility,  the number 

of bombs he gave you.    If there are fewer bombs than the number re- 

quired for the facility,   then the facility will not be affected in any way, 

but the bomber will lose his bomb chips. 

In the next column you should write the number of guards (if any) 

notified to you as stationed at that facility.    Anyone stationing a guard 

must actually give you chips (which you should keep on your desk).    All 

chips guarding a facility MUST BE ARMED,  i.e.,  the player posting 

a guard must give you an equal number of weapon and population chips. 

Guards -   In the case where police are guarding the facility (in 

game   terms   where    blue   police   chips have been committed) 

post the number of guards on the chart supplied for the informa- 

tion of players in your area.    Details of police guards are pre- 

sumed to be readily available in the real world.    Details of 

civilian,   secret police,   or Insurgent guards,   on the other hand, 

arc presumed not to be available. 

Bombs  -    A playei  attempts to bomb a facility by giving you a 

number of i ed chips and telling you which facility he is attacking. 

The mu iber of bomb& should be inserted on your Control sheet 

against the appropriate facility.    Five minutes after you receive 

the bomb chips the bombs are presumed either to have been de- 

tonated or discovered.    The success or failure of a bomb attack 
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is governed by (a) how many bombs were planted (in game terms 

how many   bomb chips were committed) and (b) how many guards 

were posted at the particular facility.    The decision should be made 

on the basis oi conditians prevailing at the time the bomb is detonated, 

not at the time it is planted.    For example,   if five bomb chips were 

committed at 10:50 to blow up the airport,  the bombs would not be 

ready to go off until 10:55.    At 10:53,  however,  ten civil police 

were committed to guard the airport.    The probability of detection 

is assumed not to be altered by the timing of the guards' arrival 

provided that they arrive before the bomb is ready to go off.    In 

this particular example,  with ten guards and five bombs the 

attack has a probability of detection of , 6 according to the chart 

set out below. 

Number 
of 

Bombs 

Probability of Detection 

Once you have determined the probability of detection,  enter it in 

the column headed P.D.     To determine whether the bombs were 

in fact detected,   look at the first available  digit en the string of 

random numbers set out below.    If the number is lo-.ver than the P.D. 

number,  then the bombs have been detected,   and the attack FAILS. 

Once a number has been used,  it should be crossed off the string 

and the next number in the string used for the rext time the deci- 

sion becomes necessary. 

Random Number String 

1048015011015360201181647916466917149 

156249036207209 699957091290 7 0 032 586 

*» 
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Facility 

Announce the result generally.    In any successful   bombing   attack 

at least five  people are killed.    Add one casualty for every bomb 

chip used above 2.    Take casualties from the guards at that par- 

ticular facility first,   but if there are not enough guards for the 

required  casualties,   take population chips at random from the 

bystanders,   including one from the bomber if he is stiil in the 

aiea.    Note in tne appropriate columns the number of guards and 

the number of bystanders killed.    You should also confiscate all 

the bomb chips committed,   as they have been exploded and are 

no longer useful.      Weapons belonging to aead guards should also 

be confiscated.    Note   that the sabotage rules do not apply to 

assassinations even though both   involve bomb chips.    Assassina- 

tions are covered by the assassination   instructions stated earlier. 

If the sabotage attempt fails    and the bombs are detected, 

there are no casualties.    Give the bomb chips to the player who 

placed the guards on the facility. 

The last column in the SABOTAGE section is a running check 

on when a facility will be repaired.    Remember that one full cycle 

must elapse between payment and repair.    If a facility is destroyed 

in cycle 2    it will not be repaired until cycle 4 even if payment is 

made in cycle 2.    If payment is deferred until cycle 3,  the facility 

will not he reoaired until cycle 5,   and so on. 

Airport 
Electric Power Station 
Rridio Station 
Railroad Station 
Telephone Exchange 
Treasury 
Water Reservoir and Dam 
Banks,   each 
Factories,  each 
Upper Clasd Homes,   each 
Middle Class Homes, each 
Lower Class Homes,   each 

Owner Loca- 
tion* 

Governrcnt 

ii 

it 

Upper Class 

Midd1- Class 
Slums 

U/C M/C 
Ind. 
Com. 
Com. 
Com, 
Com. 
U/C M/C 
Com. 
Ind. 
U/C  M/C 
U/C M/C 
Slum 

No,   of Bombs 
Required to 
Destroy  

5 
10 
10 
10 
10 

5 
10 

5 
10 
z 
2 
2 

Repair Cost 
After Sabotage 

(Dollars) 

! 

30 
30 
30 
45 
30 
60 
*>0 
2C 
IS 
20 
15 
10 

* Code:       Com. - Commercial Section 
Ind. = Industrial Section 
U/C  M/C = Upper and Middle Class .Tomes 
Slum = Slum Section 
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F.       Player Reports 

Each cycle,   collect a Player Report from each player in your area 

at the end of each Night period.    Do not   allow players to leave for their 

daytime destination until you have received their report.    A m" ;senger 

or the Scorekeeper will coma around and collect t    ' reports from you. 

V". Control in Government Headquarters 

Your formal duties are: 

A. Control all ACTIONS taking place inside Government Headquarters. 

This may include attacks from outside.    The instructions above in 

section IV, B apply. 

B. To keep an account of any arrests.    An arrested player must hand 

you his arrest form.    Control in the area in which the player was arrested 

will have ncced the pla^ er's name,  number,  and population chips on the 

form.    He will also have noted the player's declared   weapons chips and 

his total financial resources.    If the government decides to "search" the 

arrested player,  you must reveal to them the number of declared weapons 

and half  of the total money.    The prisoner must then produce them.    Do 

not volunteer the information.    W-aitior the Police to ask you.     Remember 

that no physical searching is allowed. 

You should answer the questions on the bottom half of the form, 

as follows: 

1) Was there a search?   Answer yes or no. 

2) Resources confiscated-    The government may take a player's 

declared weapons chips.    The player may decide to resist in which 

case an action  ensues and should be dealt with accordingly.    The 

government may only take HALF of a player's financial resources. 

Population chips,  however,   cannot be impressed to the government 

side.    The government may "shoot" population chips.    You should 

confiscate any "dead" chips. 

3) Received from Government.    The government may decide to 

give players money or wea'pons.    Note the amount of money or 

number of weapons chips. 

4 and 5)   Time of Arrest and Time of Release.    Please note the 

number of the cycle and ch      . D or N,  for Day or Night. 
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VI. 

6)   Immune from re-arrest.    When a player is rt leased he may not 

be re-arrested for one cycle.    For example, if a player was released 

in the daytime period of cycle 4,  he can not be re-arrested until the 

daytime period of cycle 6.    You should be careful to note the next 

possible time at which a released player can be re-arrested,   and 

should also give him a SAFE CONDUCT,  (specimen below) 

Player 

Safe Conduct until Cycle 

Signed 

_D/N 

Control in Govt.  HQ 

Do not forget to sign this form legibly in order to prevent forgery, 

C,        Apart from these duties,  you are asked to keep an informal record 

of the events in Government Headquarters,  including the nature of plans 

and orders issued by the Team leader,  information gained from prisoner 

interrogation,  expressed attitudes of Government team toward other 

players, key decisions made,  etc. 

Scorekeeper 

The following are the criteria for victory by either Go\ »rnment or In- 

surgents.    All conditions must be met simultaneously and must hold for one full 

cycle.    That is, two successive sets of report data must agree that all of the 

conditions are met. 

Political 

1. 75% of the Lower Class must declare loyalty for the winning side. 

2. 50% of the Middle Class must declare loyalty for the winning side. 

The Upper class vote does not count.    Count loyalties according to total chips 

voted on each side.    In determining the base of the percentage,  do not count 

blanks or missing report;;.    In other words,  the total vote is the sum of chips 

actually declared for G + N + I.    If,   however,  the total Neutral (N) vote is less 

than 20% of G + N + I, ignore the Neutral vote and use only G + I as the base. 

Military 

The losing side must suffer in casualties 50% of its original population. 

The starting figures may vary from game to game,   but will typically be around 

100 each for Government and Insurgents,    Weapons do not matter in this accounting. 
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At the start of each cycle,  you collect the player and umpire report forms 

either from the Messenger or from the Umpires directly.    From these reports 

compile a summary of Lower and Middle Class votes and of Government and 

Insurgent casualties.    Check these against the Win Criteria,  and keep the Chief 

Umpire generally informed of their status.    Specifically,   inform the Chief 

Umpire when ^nd if all of the criteria af-p first met,   since the game will end 

after the next cycle,  if there rre no further significant changes. 

The criteria for determining the winning Citizen player have no direct 

effect    .1 ending the game.    In order to establish the result,  however,  you must 

keep track of all Citizen finances.    The following conditions define the winner: 

Political 

In order to win,   a player must have declared,   in his final Report,   loyalty 

for the winning belligerent side.    Note that unless there is a decisive victory for 

one belligerent or the other,  there can be no "winning citizen'!       In particular, 

the Neutrals do not win if the conflict ic undecisive,   since the implied prolonged 

conflict will affect all citizens adversely. 

Economic 

Among those finally loyal to the winning belligerent,  the winning citizen 

is that one who has achieved the greatest percentage increase in his wealth (cash 

supply) over his starting position.     Players owning unrepaired facilities are 

penalized by an amount equal to the current repair cost   of their facilities.    NOTE, 

that if and only if the Government team wins,  the civil policeman with the most 

money    at the end of the game is also an individual winner. 

If and when time permits,   assist the Chief Umpire in his roving control 

duties. 

VII Chief Control 

Your principal function is to maintain overall control of the game,   circu- 

lating among the various areas and assisting the local umpires as needed,    In 

addition,   you have two specific duties: 

Timekeeping :    You are responsible for maintaining the basic time se- 

quences of the game --10 minutes for each half-cycle with a 4-minute 

grace period starting 2 minutes from the er d of each half-cycle and 

lasting until 2 minutes after the start of the next half-cycle.    Use a 

bell or whistle to indicate each significant time  point. 
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Ending the Game:    It is important that player attitudes and actions not 

be affected by certain knowledge that the game is about to end.    There- 

fore,  when  'ou have decided to end the game,  either because the Win 

Criteria are met or because of lack of time,  inform the Umpires to 

collect Player Reports at the end of the final cycle without telling the 

players that the game is in fact over.    When the reports are collected, 

the Umpires will direct the players to the debriefing room. 
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SUMMARY OF PLAYER RESOURCES* 

Distribution of Chips and Money: 

CHIPS_ All players, except civil policemen,  start the game with ten 

varicolored chips, except lower class players,    who start with 

twenty.   Hali of the Citizen players receive in addition one 

red (arms) chip each.    The Government leader  has 110 red chips r.t 

his disposal at the start of the game.    He also lias 100 blue chips. 

The Insurgent leader has 30^ red chips at the start of the game. 

BOMBS The Insurgents begin the game with 50 bombs.    The Government 

starts with 10 bombs. 

MONEY The Government leader starts with $1000 in cash.    Citizens and 

cover roles have t'e following amounts,   representing savings: 

Upper Class $Z50 each 

Middle Class 50 each 

Lower Class 10 each 

The Insurgent leader has no extra cash at the start. 

Daily wages are as follows: 

Upper Class $  20 each 

Middle Clasr 
(professional) 5 each 

Middle Class 
(shopkeepers) 2 each 

Lower Clast 
(employed only) 1 each 

Unemployed players who are   «Jter hired are paid by their empiov- 

i rs,   not by Control. 

*  The distribution of resouices can be changed at the discretion of Control. 
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• , 

NÜLITARY SCORE CHART Cycle No. 

Government 

Player and No. iTo.  of chips 
at -*?.rt 

Casualties Current No. 

Head of Government 
and Civil Police. 90 

Middle Class 
(Secret Police) 

10 

Lower Class 
(Secret Police) 

15 

Total 115 

Insurgents 

Player and No. No of chips 
at start 

Casualties Current No. 

Middle Class 10 

Middle Class 10 

Lower Class 15 

Lower Class 15 

Lower Class 15 

Total 65 

NOTE:   if either the Government or the Insurgent forces are reduced to half 

their starting level,   check the political score chart to see if one side has one. 
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URBCOIN GAME 

POLITICAL SCORE CHART Cycle no. 

Middle Class. 

Player and No. No.   of surviving 
population G 

Loya 
N 

Ity 
I 

%I 
G 

..oyalty 
N      I 

Middle Class 

Middle Class 

Middle Class 

Middle Class 

Total 

j 

Lower Class 

Player and No • No of surviving 
population G 

Loyalty 
N i  I 

%Lc 
G 

»yaltv 
N I 

Lower Class 

Lower Class 

Lower Class 

Lower Class 

Lower Class 

Lower Class 

Lower Class 

Lower Class 26 

Lower Class 27 

Lower Class 28 

Lower Class 
29 

Lower Class 30 

Totals. 
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URBCOIN CONTROL 

^^ 

Numbe r 
of 

Bombs 

Probability of Detection Chart 

1-3 4-5 

O   ^5 %4\. 

1    .2     .3    .4     .5     .6     .7    .8 

Probability of Detection 

Random Number Table 

10   4   8   0   15   0 

110   15   3   6   0 

2   0   118   16   4 

7   9   16   4   6   6   9 

17   14   9   15   6 

24903620 

72096995 

7   0   9   12   9   0   7 

NOTE:    You will be told -* .ere to start in this table by the Chief Control before 
the start of the game. 
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AGILE COIN GAME 

UP. B-COIN GAME 

CRITIQUE 

1.    What role did you play in the game? 

^       2.      What aspect did you find most realistic? 

3.      What aspect did you find most un-realistic? 

4.     What was your best move? 

5. What was your worst error? 

6. What would have been your best strategy' 

7.      Did you become aeeply involved in the action? 

8 

a 
/ ■ 

10. 

11. 

Do you think the game was too short,   about right,   or too long?   (circle one) 

Do you think the game was too complex,   about ri^ht,   or too simple?   (circle one 

Do you think the teams had too few,   about the right number,  or too many 
players?    (circle one) 

How ma.iy times should a soldier play the game to exhaust its training 
possibilities?      Once?    Three times?    Ten times?    Thirty times?   (circle one) 

12.      What did you find most confusing about the game 

13. Who would learn most from playiug  this game? 

14. What could be learned from observing many plays of the game' 

15. How does the game compare with other training technique«? 

16. How does the game compare with othei nrch techniques? 

17.      Please write any suggested 
improvements on back of sheet. 
Thank you. 

Name 

Telephone No, 
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URB-COIN SCENARIO 

Geography and Administration 

The country is largely flat and agricultural, the fields broken only by 

small isolated villages.    The only city in the country is the capital, vhich is 

divided into four general areas.    The commercial section contains the banks, 

the large stores,  and the treasury.    The industrial section contains the factories 

and the power station.    The slums begin on the fringe of the industrial section 

and stretch for several square miles of rickety shacks and dirt paths.    To the 

north of the slum area,  stretching out to the surrounding hills,  are the homes of 

the middle and upper classes.    The dam and reservu'.r that provide the city's water 

supply and the airport are also located in this area. 

The government, with the   aid of a small army,  is in fairly good control 

of the country.    The army,  which is only 5000 strong,  is fully occupied with 

garrison and administrative duties around the country.    Several day's travel 

are required for any substantial force to reach the city,  and the army is tradi- 

tionally unwilling to move out of its quarters.    Order in the city is. therefore, 

maintained entirely by a fairly large,  well-armed police force.    The police/popu- 

lation ratio is rbout 1:4. 

Socio-Economic Background 

Ownerohip of the banks,  factories and other facilities of the city is con- 

centrated in the hands of the government and a few wealthy citizens.    Apart from 

this      small number of wealthy citizens,  the city has a medium-sized middle 

class (about 20% cf the population) consisting of the bureaucrats who manage 

govevnment facilities,  white collar workers managing private facilities,  department 

store managers,   lawyers,  doctors,   and small shopkeepers.     The bulk of the 

population (some 7S%) live in the city slums.    Over half of   the slum dwellers are 

usually employed in low prestige commercial jobs  - factor'/ workers,   bank clerks, 

and the like - or in lowly positions in government- owned facilities like the railroad 

or the tr     sury.    Just under half of the slum dwellers are unemployed at any one 

moment. 
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Political Background 

The people of the city are generally unconcerned with politics.    Those 

of the population who are economically self-sufficient wish to be allowed to 

continue earning their living.    All the employed section of the population are 

basically government supporters,  or at the least, tolerant of the present situation. 

If,  however, their economic position were to worsen or the government appear 

incapable of preserving order,  they would take action to preserve themselves 

and their jobs.    The upper classes in the city have a vested interest in the status 

quo.    They  are government supporters,  but their basic loyalty is to themoelve-, 

and they would be unlikely to give any help or support to a regime that could not 

preserve'law and order.    In the event of widespread disturbance, the upper classes 

would probably make arrangements for their own safety independently of the govern- 

ment. 

The large number of unemployed citizens,  although much concerned about 

their economic plight,  are mostly politically apathetic.    They are not exactly 

government supporters, but they are tolerant of the situation and are not particularly 

inclined to protest.    This attitude could be changed should the government be seen 

to be losing control. 

Not all the citizens are so tolerant of the situation.    It is known that there 

are discontented people who feel that there is little hope of aay solution to their 

problems in the present government.    These malrc.icents,  believing that violent 

means   are justified to put an end to the present regime, have banded together in 

clrndestine revolutionary opposition to the government and seek to mobilize the 

rest of the citizenry.    They are known to have accumulated various weapons. 

Most of the citizens are not paying much attention to the incipient insur- 

gency,   as most are not convinced that pjiy violent action is necessary or justified. 

Should the situation worsen,  the government take repressive action,  or economic 

dislocation ensue,  some of the citizenry might be inclined to join the insurgents. 

It is,  however,  quite likely th&t majiy would become active government supporters 

in return for government protection.    The government is concerned about the 

insurgent plotters and has recently increased its secret police force,  but this 

force has not yet been able to identify the insurgents or uncover any information 

about their organization. 
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URBCOIN 

Head of Government Team 

You are the head of the Government team and therefore con- 

trol all police forces,  both civil and secret,  in the city.    As such,   you 

are ultimately responsible for maintaining public order and for defeat- 

ing the armed insurgents who are attempting to bring down your govern- 

ment. 

The forces at your disposal are probably larger than the insur- 

gent forces,  but as the government,   you will doubtless be required to com- 

mit considerable manpower to.^he defense of installations and population 

groups against insurgent gaootage and terrorism.    If necessary,   yju may 

take drastic measures-martial law,  curfews,  police terror,  etc. --but 

you must remember that innocent population players detained by the po- 

lice are likely to become better disposed toward the insurgents when re- 

leased.    (Be sure to read the rules on violence,  arrest,  terrorism and sa- 

botage carefully.) 

You may use the secret police,  who are disguised as popula- 

tion members,  at your discretion.    You may also use bribes,   rewards and 

other pressures to recruit agents among the population and to gather intel- 

ligence on insurgent activities. 

It is possible,  though not likely,  that policemen will resign 

from the force.    Should they do so,  they must surrender their arms (rep- 

resented by red chips) to you and return to lower class status.    In such a 

case,  you are free to do as you like with the red chips--retain them your- 

s ilf,   recruit a new policeman,  or distribute the chips co the remaining 

loyal officers.    Blue civil police chips must be returned to Control by a 

resigning police officer. 

The secret police are:  

Names will be supplied by Control 
before the start of the game 
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URBCOIN 

Civil Policeman 

(Please read the rulf s on arrest, violence, terrorism and sabotage 

carefully.) 

You are a member of the police force subject to the orders of 

the police chief to whom you are required to be loyal as long as you remain 

on the force.    Your duties are to maintain public order and to defeat the in- 

surgency. 

If so ordered by your chief,  you may arrest suspicious indivi- 

duals,  enter military engagements with insurgent units,  enforce curfews, 

marital law and the like,  and conduct searches.    You should rerr .mber, 

however,  that innocent civilians detained by the police are likely to be more 

favorably disposed toward the insurgents when released. 

Your social origins are lower class and should you decide to 

resign from the force,  you must turn your arms (represented by red chips) 

over to the police chief and revert, tc lower class statuse 

You revert to lower class status by exchanging your blue civil 

police chips for ordinary population chips with Control. 

] 
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URBCOIN 

Upper Class 

You represent one of the wealthy upper class in the city and 

own the banking facilities.    In this capacity,  you are one of the twc mem- 

bers of the population who is able tc dispense jobs to unemployed mem- 

bers of the population. 

Quite obviously,  you are interested in stability so that your 

enterprise can function without interruption.   Strikes,  riots,  sabotage, 

dislocation in general will all cost you money. 

You favor political stability and therefore tend to support the 

established authority, but at the same time,  you are close-fisted with 

your money and not easily persuaded to part with it for government pur- 

poses.    You may,  however,  •''ind it necessary to dispense appropriate 

bribes and to pay protection money to guara your investments. 

The banks are located in the Commercial section,  and you 

should go there for some part of each day. 
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ULBCOIN 

Middle Class:   Banker 

You manage a department in the main bank in the Commercial s ictor of 

the city und should report to that sector every day. 

Politically,  you favor the  status quo and are initially at least a supporter 

of the established forces of law and order.    You would however be disturbed if 

the Government were to adopt repressive measures that impinged on your way of 

life,     fou have an instinctive suspicion of both violence and ideology and are 

obviously not -Inclined to favor the Insurgent cause,  unless it seems to you that 

the existing Government could no longer preserve law and order.    Your physical 

ard economic safety are very important to you and you would consider prag- 

matically any method of maintaining your physical safety and social position. 
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URBCOIN 

Middle Class;   Lawyer 

You are a well-known and prosperous corporation lawyer,   and have a good 

consulting practice for the Government as well.    You are making good money 

now and hope to make enough soon to buy a large country house and live in the 

style of the upper classes.    You are very interested in preserving tho status 

quo and in increasing your economic status.    You are suspicious of both violence 

and ideology and quite prepared to consider any means of looking after your own 

interests.    You have no true loyalty to the Government and if they turned out to 

be unable to protect you or to p-"serve the status quo,   you would be prepared to 

come to some arrangement with the Insurgents or make your own arrangements 

to defend yourself. 

You have n.) set daily routine (and no set daily pay) and may move freely 

round the city during the daytime. 
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URBCOIN 

Middle Class; Factory Manager 

You represent the prosperous managerial and professional middle class 

in the city.    Your work is in the Industrial section but your home is in the 

moderately exclusive part of the residential section. 

Politicctlly,   you tend to favor the status quo but would become angry were 

the Government to adopt repressive me2S"res directed at you.    Nonetheless, 

you have an instinctive suspicion of both violence and ideology.    You are not a 

very revolutionary class. 

Physical and economic security are of great importance to you.    You 

would be likely to demand police protection were terrorism to break out and 

were you not able to get it,   you might well be willing to pay the Insurgents for 

protection. 

Since the factories are in the industrial      section,   your normal routine 

takes you to that section every day. 
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URBCOIN 

Middle; Class;   Small Shopkeeper 

You represent some of the small shopkeepers in the city.    Your shops 

are in the Industrial section, but you reside in the less-exclusive parts oi '".he 

residential area. 
.■- 

You are only moderately well-off and lack higher education.    You have 

grown tired of kow-towing to the richei people who come to your shop and order 

you around.    You oense social injustice and have decided that the time has come 

to try and get a better life, by force if necessary.     You met the Insurgent leader 

and became inspired by him • nd his cause.    He trusts you,   he has helped you out 

of some police scrapes,   and his vision of the new order accords with yours. 

You have complete faith in his capability and are prepared to follow all his orders 

1 o the letter. 

As a small shopkeeper your daily routine takes you to the Industrial section 

every day.    While this routine is not mandatory,  any deviation from it may 

arouse police suspicions. 
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URBCQIN 

Secret Policeman 

Cover: Middle Class - Store Manager 

You manage a large store in the Commercial section.    You are in fact 

a member of the secret police and supplement your income by working for the 

Government.    The extra money enables you to gratify your extravagant tastes. 

Your operations are under the direct control of the Government head.    A.^ 

his discretion,   you may or may not be furnished with arms,  but,  in any case,   you 

should remember that you must be careful not to expose yourself as a secret 

police agent.    Should you do so,   your usefulness in gathering intelligence will 

be si   erely limited. 

Should you be so ordered and appropriately armed,   you may carry out 

terrorism on the Government's behalf.    You may also arrest,   search and exercise 

police powers in general and may also overrule the authority of a civil policeman, 

but,   again,   at considerable risk of detection. 

The Government head may also orler you to commit your armed chips to 

guarding an installation or population group.    (The number of civil police guarding 

a facility or group must be public information,  but the Government may prepare 

ambushes for the Insurgents by committing a secret police detail. )   The section 

on GUARDS in the player rules discusses this point.    You go to the Commercial 

sector during the day. 

B54 

)      ) 



Game 2 

URBCOIN 

Insurgent Leader 

Cover: Middle Claws - Head of Department in the Treasury 

Ostensibly,  you represent the prosperous managerial and professional 

middle class in the city.    You work in tho Commercial section but your home 

is in the moderately exclusive part of the residential area.    As a student,   you 

were known to be a radical, but professional and financial success are believed 

to have made you a contented conservative.    You have few friends,  but many 

acquaintances. 

Actually,   you are the leader of the Insurgents.    You have remained idealistic, 

independent,  and very ambitious.    You have grown both shrewd and tough.    Frus- 

trated and ambittered by the Government's failure to give you an important office, 

you are dedicated to taking over its leadership.    Your radical sympathies and 

personal ambitions have combined to make you a dedicated (but secret) revolutionary. 

You intend to take over the country or die trying -- but you are too shrewd to 

throw away your chance recklessly. 

You are ready to resort to any unscrupulous method,  including terror and 

violence,  because you believe that the end justifies the means.    At the same time, 

you have a shrewd awareness of the need for popular support to gain your objec- 

tive of taking over. 

Certain promises of foreign support if you win,  together with an apparent 

incapacity of the Government to cope with economic and social problems,  leads 

you to believe that the time is ripe for revolution.    Your organization is ready 

to act on your command.    The citizenry is confused,  the Government weak and 

not popular.    The next few days will tell whether the fate you have been preparing 

for all your life will come to pass. 

Your first move is a campaign of selective terror against the Government, 

demonstratinr its incompetence and the existence of wide-spread opposition and 

provoking them into outrages against innocent citizens.    You will simultaneously 
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Insurgent Leader -2- 

begin the very careful recruiting of support from the increasingly disaffected 

citizenry.    Your organization is still too weak for a head-on clash with the 

combined Government forces, but your initiative enables you to gain local surprise 

end superiority against their scattered forces. 

Your loyal followers are , , 

and .    They are organized on the cell principle,   and are 

unaware of each others' true loyalties.    It is up to you to decide how and when to 

inform them about their fellow conspirators. 

It is advisable that you set up a headquarters somewhere away from the 

play area for use as a sanctuary. This sanctuary might also be vised as a jail 

for abducted individuals.    It need not be statiinary. 

You must bev/are of the secret police.    As a head of department in the 

Treasury,   you are committed to u daily routine which takes you to the Commercial 

sector every day.    In any deviation from this routine you risk attracting the 

notice of the police. 

) 
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Lowe,  Class:   Waiter 

You  are a member of the lower class employed as a waiter in one 

of the belter restaurants in the comT iercial section.    Your home is in the slum 

section.    You see yourself as a skilled man,   and are generally reasonably 

well paid.    You are politically conscious, but tend to favofthe status quo     Strikes, 

lockouts and disruption in general tend to put you out of work.    You are responsive 

to promises of higher wages and better living conditions,  but as long as your 

present economic and physical security is assured,   you are not likely to join in 

revolutionary efforts.    In other words,   you will tend to support the Government 

as long as it can protect you. 
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INSURGENT 

Cover;   Lowir Class - Worker in the Slet .ric Power Station 

Although poor and lacking higher education,  you have always sought a 

better life.    You came to the city as a youthful,  penniless peasant,  having torn 

up all your family   -oots.     After several meetings with the Insurpent leader, 

 ,   you have become totally devoted to him and to his revo- 

lutionary cause.    He has trusted you,  helped you out of some scrapes with the 

police,  and given your life new meaning.    You are prepared to do whatever is 

necessary,  no matter how ruthless,  to assure the victory of your hero. 

Yoii are currt      y employed in the Power station.    As the station is located 

in the Industrial section,  your normal dadly routine takes you to that sect'on.    This 

routine is not mandatory but any deviation from it might arouse the suspicion of 

the Government or the secret police. 
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Game 2 

INSURGENT 

Cover:   Lower Class - Railway Worker 

Although poor and lacking higher education,   you have always sought a 

better life.    You came to the city as a youthful,   penniless peasant,   having torn 

up all your family roots.    After several meetings with the Insurgent leader, 

 ,  you have become totally devoted to him and to his revolu- 

tionary cause.    He has trussed you,   helped you out of some scrapes witv    he 

police,  and given your life new meaning.    You are prepared to do 'vhatever is 

necessary,   no matter how ruthless,  to assure the victory of your hero. 

You are currently employed as a railway worker.    The railway is in the 

Commercial section so your normal daily routine takes you to that section.    This 

routine is not mandatory but any deviation from it might arouse the suspicion of 

the Government or the secret oolice. 

B59 



Game 2 

URBCOIN 

Secret Police 

Cover;   Lower Clasa - Unemployed 

You are a member of the lower class unemployed.    You are unemployed 

largely because you are too lazy to work, but also because you have a steady 

income fro n the Government as a member of the secret police.    Your taste 

for drinking and gambling made you a willing recruit for the secret police 

apparatus of which you have been z member for several years. 

Your operations are under the direct control of the head of Government, 

to whom you are very Icyal.    He will give you your orders and may or may not 

furnish you with arms.    You may engage in violence,   carry out police functions 

or even overrule the authority of a civil policeman,  but in doing so,   you run the 

risk of losing your secret status ana thereby min   Yiizing your value as an 

intelligence gatherer and provocateur. 

The Government head may also order you to commit armed chips to 

guarding an installation or population group.    (The number of civil police 

guarding a facility or group must be public information, but the Government mav 

prepare an ambush as for the Insurgents by committing a secret police detail.) 
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Upper Class 

Ycu represent one of the wealthy upper class in the city and 

own the major factories. In this capacity, you are one of the two mem- 

bers of the population who is able to dispense jobs to unemployed mem- 

bers of the population. 

Quite obviously,  you are   nterested in stability sc that your 

ent*. rprjses can function without interruption.    Strikes,   riots,  sabotage, 

dislocation in general will all cost you money. 

You favor political stability and therefore tend to suppoit 

the established authority,  but a   "ihe same time,   yr^ are close-fisted 

with your mouey and not easily persuaded to part with it for government 

purposes.    You may,   however,  find it necessary to dispense appropriate 

■ ribes and to pay protection money to guard your investments. 

The factories are located in the Industrial section,  and you 

should go there for some part of each day. 
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INSURGENT 

rCover:   middle class banker) 

Superficially you lead the life of a quiet,  harJ-working engi- 

neer.    You manage a department in the main bank.    You ure known by 

your few friends to be critical of the inefficiency of the government,  but 

this is not taken toe seriously because you have a reputation for skepticism 

and acid wit. 

Actually,   you are disgusted with the government's ineffectiveneüs 

and angry at the stagnation of industry (and your career).    You have met 

the Insurgent leader socially and privately have become 

persuaded that your future is linked \   th his.    You believe he can and 

should take over the government and are ready to help him at whatever risk. 

The banks are located in the commercial sector,  and your nor- 

mal routine takes you to that sector every day. 

i 
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INoURGENT LEADER 

(Cover:   Middle class lawyer) 

Superficially,  you lead the life of a respectable middle-class 

criminal lawyer.    As a student,   you were known to be a radical,  but pro- 

fessional and financial success are believed to have made you a contented 

conservative.    You have few friends,  but many acquaintances. 

Actually,   you are the leader of the Insurgents.    You have re- 

mained idealistic,  independent,  and very ambitious.    You have grown both 

shrewd and tough.    Frustrated and embittered by the Government's failure 

to give you an important office,   you are dedicated to taking over its leader- 

ship.    Your radical sympathies and personal ambitions have combined to 

make you a dedicated (but secret) revolutionary.    You intend to take over 

the country or die trying--but you are too shrewd to throw away your chance 

recklessly. 

Your  -ontacts with lawyers and criminals through your legal work 

have enabled you to build a formidable conspiratorial network of revolution- 

aries,   whose id.ntities are known only to you.    You are ready to resort to 

any unscrupulous methods,  including terror and violence,  because you be- 

lieve tha; the end justifies the means.    At the same time,   you have a shrewd 

awareness of the need for popular support to gain your objective of taking 

over. 

Certain promises of foreign support if you win,  together with an 

apparent incapacity of the government to cope with economic and social pro- 

blems,  leads you to believe that the time it, rip^ for revolution.    Your or- 

ganization is ready to act on your command.    The citizenry is confused, tht 

government weak a.id not popular.    The next few days will tell whether the 

fate you have been preparing for all your life will come to pass. 

Your first move is a campaign of selective terror against the 

govf :;iment,  demonstrating its incompetence and the existence of wide- 

spread opposition and provoking them into outrages against innocent citizens. 

You will simultaneously begin the ve   y careful recruiting of support from 

the increasingly disaffected citizenry.    Your organization is ttill too weak 
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INSURGENT LEADER 

(Cover:   Middle class lawyer) 

for a head-on clash with the combined government forces, but your in- 

itiative enables you to gain local surprise and superiority against their 

scattered forces. 

Your loyal followers are       ,     

and .    They are organized on the cell principle, 

and are unaware of each others' true loyalties.    It is up to you to decide 

how and when to inform them about their fellow conspirators. 

It is advisable that you set up a headquarters somewhere away 

from the play area for use as a sanctuary.    This sanctuary might also be 

used as a jail for abducted individuals.    It need not be stationary. 

You must beware of the secret police. As a lawyer you may 

move freely in tl'e game and are not committed to a daily routine (except 

that it may be unwise to wander around at nights). 
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Middle Class;   Plant Manager 

Although ycu are not skilled in managerial techniques,   you 

manage a major-plant in the industrial sector,  a job you got in consider- 

ation for your outstanding and continuing efforts as a member of the iec- 

ret police.    You are naturally very grateful.    You owe your station in 

life to the Government and are therefore loyal to your superiors,   come 

what may. 

Your operations are under the direct control of the Government 

head.    At his discretion,   you may or may not be furnished with arms,  but 

in any case,   ^ ou should remember that you must be careful not to expose 

yourself as a secret police agent.    Should you do so,   your usefulness in 

gathering intelligence will be severely limited. 

Should you be so ordered and appropriately armed,   you may 

carry out terrorism on the Government's behalf.    You may also arrest, 

search and exercise police powers in general and may also over-rule the 

authority of a civil policeman,  but again,  at considerable risk of detec- 

tion. 

The Government head may also order you to commit your armed 

chips to guarding an installation or population group.    (The number of 

civil police guarding a facility or group must be public information,  but 

the Government may prepare ambushes for the insurgents by committing 

a secret police detail. )  The section on GUARDS in the player rules dis- 

cusses this point.    You go to the Industrial Sector during the day. 
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UR3COIN 

Lower Class;    Unemployed and Semi-employed 

You represent the unskilled and frequently unemployed seg- 

ments of the working class population.    Your standards of living and 

literacy are low,  but you are generally rather apathetic about your lot 

and about society in general.    When roused,   however,   you can be ex- 

treme ly violent. 

Politically,   you tend to respond favorably to demagogic ap- 

peals.    You would be happy to "get" the middle and upper classes whom 

you see as exploiters,  but you ar^ extremely afraid of the police.    You 

do not attach any particular value to stability,   but again,   your fear of 

the police and your perception of the situation as hopeless reduce you to 

a sullen distrust toward ail authority. 

You are currently unemployed and have,  therefore,   no daily 

routine that you need follow.    You may wander around looking for a job 

but being careful not to arouse police suspicion.    Remember the police 

are looking for insurgents and will be very nervous. 
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URBCOIN 

Middle Class:   Small Shopkeeper 

You represent some of the small shopkeepers in the city. 

Your shops are in the industrial section,  but you reside in the less-ex- 

clusive parts of the residential area. 

Politically,   you are quite conservative and favor stability 

above all else.    Disruption is bad for your business.    In any conflict,   you 

would initially tend to favor the Government side,  but you are also very 

sensitive to your own physical and economic security.    You would probab- 

ly reconsider your political alignment were the Government unable to pro- 

tect you. 

Since your shops are in the industrial section,   your normal 

routine takes you there every day. 
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URBCOIN 

Middle Class:   Manager of Electric Power Station 

You represent the prosperous managerial and professional 

middle class in the city.    You manage the Electric Power Station in the 

industrial section but your home is in the moderately exclusive part of 

the residential section. 

Politically,  you tend to favor the status quo but would become 

angry were the Government to adopt repressive measures directed at 

you.    Nonetheless,   you have an instinctive suspicion of both violence and 

ideology.    You are not a very revolutionary class. 

Physical and economic security are of great importance to 

you.    You would be likely to demand police protection were terrorism to 

break out and were you not able to get it,   you might well be willing to pay 

the insurgents for protection. 

Since the power station is in the industrial section,  your nor- 

mal daily routine takes you to the industrial section every day. 
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URBCOIN 

Middle Class:   Managerial and Professional 
Department Store Manager 

You represent the prosperous managerial and professional 

middle class in the city.    Your work is in the commercial section but 

your home is in the moderately exclusive part of the residential section. 

Politically,  you tend to favor the status quo but would become 

angry were the Government to adopt repressive measures directed at you. 

Nonetheless,   you have an instinctive suspicion of both violence and ideol- 

ogy.    You are not a very revolutionary class. 

Physical and economic security are of great importance to 

you.    You would bo likely to demand police protection were terrorism to 

break out and were yoo not able to get it,   you might well be willing to pay 

the insurgents for protection. 

Since your store is in the commercial section (think of it as 

the local Bonwit Teller) your normal routine takes you to that section 

cv^ery day. 
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URBCOIN 

Middle Class:   Managerial and Professional 
Head of Department in the Treasury 

You represent the prosperous managerial and professional 

middle class in the city.    Your work in the commercial section but your 

home is in the moderately exclusive part of the rasidential section. 

Politirally,   you tend to favor the status quo but would become 

angry were the Government to adopt repressive measures directed at you. 

Nonetheless,   you have an instinctive suspicion of both violence and ideology 

You are net a very revolutionary class. 

Physical and economic security are of great importance to you. 

You would be likely to demand police protection were terrorism to break 

out end were you not able to get it,   you might well be willing to pay the 

insurgents for protection. 

The Treasury is located in the commercial section and your 

norma] routine takes you there every day. 
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URBCOIN 

Lower Class:   Waiter 

You are a member of the lower class employed as a waiter 

in one of the better restaurants in the commercial section.    Although your 

income has always been limited,   you have developed a good deal of famil- 

iarity with and taste for expensive foods and wines.    These tastes,  com- 

bined with your rather disdainful view of the unlettered masses,  made you 

a willing recruit for the secret police apparatus of which you have been a 

member for several years.    Normally you go to the commercial section 

every day. 

Your operations are under the direct control of the head of 

Government, to whom you are very Icyal.    He will give you your orders 

and may or may not furnish you with arms.    You may engage in violence, 

carry out police functions or even over-rule the authority of a civil police- 

man,  but in doing so,   you run the risk of losing your secret status and 

thereby minimizing your value as an intelligence gatherer and provocateur. 

The Government head may also order you commit armed chips 

to guarding an installation or population group.    (The number of civil 

police guarding a facility or group must be public information,  Kut the 

Government may prepare  ambushes       for the Insurgents, by committing 

a police detail. ) 
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URBCOIN 

Lower Class:   Factory Worker 

You represent the skilled,  generally employed section of the 

working class.    You work in a factory and are paid well in comparison 

to the rest of the lower class.    Because vou are organised into labor 

unions,  you tend to be cohesive and politically core cious as regards 

your own interests.    You live in the slum section. 

You do not have a great deal of sympathy for the unskilled and 

unemployed parts of the population.    Not only are they lazy and immoral, 

but they are possible rivals for your job. 

Politically,   you favor the status quo.   Strikes,   lockouts,   dis- 

ruption in general--these put you out of work.    You are responsive to pro- 

rrises of higher wages and better living conditions,  but as long as your 

present economic and physical security is assured,   you are not likely to 

join in revolutionary efforts.    In other words,  you will tend to support the 

Government as long as it can protect you. 

The factory is in the industrial sector and your normal routine 

takes you there eve^y day. 
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INSURGENT 

(Cover:   lower class factory worker) 

Although poor and lacking higher education,   you have always 

sought a better life.    You came to the city as a youthful,   penniless 

peasant,  having torn up all your family roots.    After several meetings 

with the Insurgent leader ,   you have become totally- 

devoted to him and to his   revolutionary cause.    He has trusted you, 

helped you out of some scrapes with the police,   and given your life new 

meaning.    You are prepared to do whatever is necessary,   no matter how 

ruthless,  to assure the victory of your hero. 

At the moment you have a job in the factory.    Your normal 

daily routine,   therefore,  takes you to the industrial section every day. 
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URBCOIN 

Lower Clasb.   Electric Power Station Fmployee 

vou represent the skilled,  generally employed section of the 

working class.    You work in the power station and are paid well in com- 

parison to the rest of the lower class.    Because you ar^ organized into 

labor unions,  you tend to be cohesive and politically conscious as regards 

your own interests..    You live in the slum section. 

You do not have a great deal of sympathy for the unskilled and 

unemployed narts of the population.    Not only are they lazy and immoral, 

but they are possible rivals for youi job. 

Politically,  you favor the status quo.    Strikes,  lockouts,  dis- 

ruption in general--these put you out of work.    You are responsive to pro- 

mises of higher wages aad better living conditions,  but as long as your 

present economic and physical tecurity is assured,   you are n^, likely to 

join in revolutionary efforts.    In other words,   you will lend to support the 

Government as long as it r->n protect you. 

The power station is located in the industrial section and your 

normal routiiie takes you there every day. 
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UP BCOIN 

Lower Class:    Bank Clerk 

You represent the skilled,   generally employed section of the 

working class.    You work in the bank and are paid well in comparison to 

the rest of the lower class.    Because you are organized into labor unions, 

you tend to be cohesive and po '""ically conscious as regards your own in- 

terests.    You live in the slur;   section. 

You do not have a great deal of sympathy for the unskilled and 

unemployed parts of the population.    Not only are they lazy and immoral, 

but thay are possible rivals for your j^b. 

Politically,   you favor the status quo.    Strikes,   lockouts,   dis- 

ruption in general—these put you out of work.    You are responsive to pro- 

mises of higher wages and better living conditions,   but as long as your 

present economic and physical security is assured,   you are not likely to 

join in revolutionary efforts.    In other words,   you will tend to support thv. 

Government as long a    it car protect you. 

The banks are located in the Commercial section,   so your 

normal routine takes you to this section every day. 
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INSURGENT 

(Cover:   lowr class worker in the Bank) 

Although poor and lacking higher education,   you have always 

sought a better life.    You came to the city as a youthful,   penniless pea- 

sant,   having torn up all your family roots.    After several meetings with 

the Insurgent leader ,   you have become totally 

devoted to hirn and to his revolutionary cause.    He has trusted you, 

helped you out of some scrapes with the police,   and given your life new 

meaning.    You are prepared to do whatever is necessary,   no matter how 

ruthless,  to assure the victory of your hero. 

You are currently employed in a bank.    As the banks are lo- 

cated in the commercial section,your normal routine takes you to that 

section every day. 
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USE COIN 

Lower Class:   Railway Worker 

You represent the skilled,  generally employed section of the 

working class.    You work in the booking office and are paid well in com- 

parison to the rest of the lower class.    Because you are organized into 

labor unio: s,   you tend to be cohesive and politically conscious as regards 

your own interests.    You live in the slum section. 

You do not have a great deal of sympathy for the unskilled and 

unemployed parts of the population.    Not only are they ]azy and immoral, 

Hnt they are possible rivals for your job. 

Politically,   you favor the status quo.    Strikes,   lockouts,   dis- 

ruption in general--these put you out of work.    You are responsive to oro- 

mises of higher wages and better living    onditions,  but as long as your 

present economic and physical security is assured,   you are not likely to 

join in revolutionary efforts.    In other words,   you will tend to support the 

Government as long as it can protect you. 

The railway station is in the commercial section so your nor- 

mal routine takes you to the section every day. 
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URBCOIN 

Lower Class:   Clerk in the Treasury 

You represent the generally employed section of the work- 

class.    You work in the Treasury and are paid well in comparison to the 

rest of the lower class.    Because you are organized into labor unions, 

yuu tend to be cohesive and politically conscious as regards your own in- 

terests.    You live in the slum section. 

You do not have a great deal of sympathy for the unskilled and 

unemployed parts of the population.    Not only are they lazy and immoral, 

but they are possible rivals for your job. 

Politically,   you favor the status quo.    Strikes>  lockouts,   dis- 

ruption in general--these put you out of work.    You are responsive to pro- 

mises of higher wages and better-living conditions, but as long as your pre- 

sent economic and physical security is assured,   you are not likely to join 

in revolutionary efforts.    In other words,   you will tend to support the Gov- 

ernment as long as it can protect you. 

The Treasury is located in the commercial section.    Your 

normal routine takes you to this secter every day. 

) 
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INSURGENT 

(Cover:   lower class; unemployed and occasional domestic servant) 

You have a fanatic hatred of the government,  the upper classes, 

and to some  degree of all authority.    You have suffered insults,  unemploy- 

ment,   near-starvation,  and police beatings.    Your grievances have made 

you absolutely ruthless,   but your sufferings have also ma Je you vigilant 

and careful.    You support the Insurgent leader  

because you believe that he can destroy the government and the classes 
that you hate. 

Since you are unemployed you have no daily routine and may go 

where you want,  looking for a job.    It might be unsafe to wander round at 
night. 
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SUMMARY OF URBCOIN I 
Played at Abt Associates Inc. ,  Jan.   13, 1966 

URBCOIN I resulted in a  victory for the Government,  which 

followed a strategy of first identifying and then destroying the insurgents. 

Civil and secret police were administered separately by the Government 

leader, with the civil police assigned to surveillance and the secret police 

assigned to infiltrate the insurgent movement. 

Because of their history of activism in previous games,  the 

Government leader singled out Rosen,  Boice and Kinley as his prime 

suspects.    He was quite correct in his suspicions - Rosen,   Boice and 

Kinley were indeed Insurgents - but it was deemed necessary to identify 

the leader before moving against them.    Police were instructed to allow 

the first acts of sabotage to take place in order to identify suspects. 

Meanwhile,  the upper class quietly financed Government operations and 

the police recruited an informer in the person of Moorö,   a lower class 

player. 

Rosen,  a plant manager and also the Insurgent leader,  tried to dupe 

Cutrona,  the upper class,  into giving him money to pay the workers.    Cu- 

trona refused and reported Rosen to the police.    Meanwhile,  Magary,  the 

fourth insurgent,  was identified as she attempted to create unrest among 

the lower class population. 

The first overt insurgent act Vvas a bank robbery by Boice,   who 

was arrested shortly afterwards.   Boice bad not managed to dispose of his 

loot in the interval but succeeded in concealing it from the police search. 

He was released.  The Government leader suspected that Boice had tricked 

him,  however,  and resorted to physical search from that point forward. 

The Government then decided to round up the suspected Insurgents 

but the latter, suspicious      of the Government's intentions,   concealed all 

incriminating evidence.    They were also able to instigate an anti-Government 

demonstration among the clum dwellers which the Government quelled by 

welfare payments. 

At this point,  the Government was divided by a civil police rebel- 

lion.    The Government leader was jailed but not before he had paired his 

money and force chips to Hodder,  the loyal police chief.    The Government 
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leader then bargained with the police rebele,  promising to acquiesce in 

their takeover if they would join him in rooting cut the insurgency.    This * 

tactic succeeded. 

Soon after,  the deposed Government leader,  with the backing of 

his faction (Hodder,   police chief and Glazier,  secret police),  had a mili- 

tary engagement with a major insurgent force which the insurgents won. 

Here,  there was confusion on the pr.rt of Control over scoring population 

and force chips which was later clarified by rule changes. 

The size of the Insurgent force was now known - it was larger 

than the Government's total because of the confusion in rules.    The Govern- 

ment leader,  having pacified the police rebels by turning over the treasury 

to them, then set out to engage each insurgent band individually.    This 

tactic was successful.    It soon resulted in all-but-total annihilation of the 

insurgents. 
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URBCOIN I 

CRITIQUE 

The January 13,   1966 game was the first play under a then- 

rough and highly tentative set of rules.    Problems were encountered 

regarding population    versus force chips,   sabotage methods and 

search and arrest procedures.    These problems have been dealt 

with since by changes in rules and procedure. 

Because of the unrefined nature of this first play,   conclu- 

sions derived from the action would appear to have little or no valid- 

ity. 

*^%C 
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SUMMARY OF URBCOIN 11 

URBCOIN 11 was played at Abt Associates Inc.  on the afternoon 

of Thursday,   January 20,   1966.    It resulted in a victory for the Govern- 

ment and an all-but-total destruction of the insurgency. 

The game began with a Government initiative—a refornnist program 

under which progressive taxation was initiated and the funds collected used 

to sub:        -e lower class wel&re.    Naturally,  this action tended to turn the 

upper ) against the Government and to strengthen the Government's 

hand anong the lower class population. 

Meanwhile,   Insurgent activity began with coordinated attacks on the 

factories in the industrial section and the treasury in the commercial 

section.    The attack on the factories,  however,  was not successful although 

the Insurgents did manage to rob the treasury. 

In response,   the Government placed a strong guard on the bank in 

anticipation of the Insurgent assault which took place shortly after.    The 

small Insurgent force was totally annihilated and Louis Cutrona,  an Insurgent, 

was arrested.    The Insurgents suffered a further setback at this point when 

Janet Moore,  an Insurgent agitator,  was unable to rouse the population to 

anything but a pro-government demonstration,    Mrs.  Moore was reduced to 

demonstrating in the company of Louis Cutrona,  another Insurgent,   but with 

no popular support. 

Further reverses for the Insurgents took place shortly after as 

Ray Glazier,  an Insurgent,  was caught by the Government and the small 

force with him was destroyed.    Glazier was arrested and a bomb attempt 

on the power station failed. 

Meanwhile,   Professor Barnes,  an upper class citizen,  became con- 

cerned about protecting his fortune from a confiscating Government on the 

one hand and from dangerous Insurgents on the other.    He began   to use his 

money to purchase "vigilantes" from various population groups.    He also 

hired lawyer Steve Bornstein,   secretly the Insurgent leader,   to sue the 

Government. 

^    i      ;    I 
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Bornstein's secret status was terminated shortly afterwards as he 

resisted a Government attempt to arrest him.    He brought thirty force 

units to bear against sixteen police,   resulting in a loss of nine for the 

Government,   five for the Insurgents and five population members killed 

in the crossfire. 

The upper  class —Barnes and Leavitt —continued to build their 

private army in order to resist taxation and the Insurgents continued attempts 

at sabotage.    Janet Moore attempted to bomb the police station,   for example, 

but was arrested before she could do so. 

The major Insurgent force--Bornstein,   Glazier and Cutrona—were 

forced to flee after their successful engagement with the police because a 

superior government force arrived.    They took refuge in the Insurgent 

sanctuary which the Government proceeded to surround.    When the Insurgents 

came out of their sanctuary,   a large Government force engaged them and 

inflicted heavy casualties,  thus finishing the Insurgent? as a serious military 

threat.    From this point on,   the Insurgents were able to engage only in sporadic 

attempts at sabotage.    Glazier, for example,   tried to bomb the whole commer- 

cial section but was apprehended and his meager remaining force was destroyed 

by the police. 

A final threat to the Government came from the upper class and the'r 

vigilantes.    These,   however,   were destroyed when Professor Barnes chose 

to resist arrest.    Mike Leavitt,   the other upper class citizen and the one who 

had been most heavily taxed,   went over to the Insurgents on the last move — 

too late to make any difference. 

The game ended with the ' .tally defeated Insurgents immolating them- 

pelves in the main city square as a final gesture of defiance. 
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LOYALTIES:   URBCOIN E 

Gove rnment               1 2:10 2:20  1 2:30    1 2:40 3:00 3:10 3:30 3:50 

Rosen                     | G G    1 G G G G G G 

McDonald G G    j G G G G G G 

Shelley G G G G     j G G G G 

Nolan G G G G    | G G G G 

Merr'll G G    | G G G G G G 

Kodder                   ' G G    ' G G G G G G 

Insurgents 

Bornstein            | I I I X I I I I 

Cutrona I X I       | J I I I I 

Glazier I I I 1 I I I I 

Moore I I I I I I I T 

Population 

Upper Class 

Leavitt N N N      ! N N N N I 

Barnes N N N N N N N N 

Middle Class 

Scott G G G G G G G G 

Weir G N 

Lower Class 

Gillis G G G G G G G G 

Hoffman 1       N N N N N G G G 

M.  Rosen G G G G N N N G 

Aylmer j       N N N N N N N N 

Kavet G G G G G G G G 
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/ Government siccess in this exercise was fundamentally a product 

of the Government's having pre-emp sd possible sources of insuigent 

strength among the lower classes.    This was done by levying confiscatory 

taxation on the upper class and using part of the proceeds for public works 

projects to abolish unemployment and the rest to raise living standards in 

general.    As long as the Insurgents retained a left-wing ideology,  they 

were unable to cut into Government popular support, and were thus reduced 

to sporadic and ineffective terrorism.    By the end of the game,  the Govern- 

ment had won the allegiance of all the lower class players with the excep- 

tion of one neutral. 

Meanwhile,  the insurgents were slow to realize that their only source 

of support lay with the wealthy upper class,  whose interests had been serious- 

ly damaged by the Government's reformist programs.    It is interesting to 

note that one of the two upper class players indicated Insurgent loyalty at. the 

end of the game,   and that the other appeared to have been moving in the 

same direction. 

Another interesting development was the use of financial resources 

to recruit "vigilantes" by the uppe- class.    This tactic,  designed to protect 

person and property in a time of upheaval,  was repeated by upper class play- 

ers in the course of a later simulation. 

Difficulties with the insurgent sanctuary played an important part 

in the decv iveness of the Government's military victory,  but it was quite 

obvious that the Government had won the political struggle. 
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URB-COIN - AIR FORCE ACADEMY 

Two demonstrations of URBCOIN were held at the United States Air 

Force Academy in Colorado Springs,  Colorado on January 27,   1966,    Parti- 

cipants in the morning game were military officers  - instructors at the Aca- 

demy - most of whom served as advisors to cadet players in the afternoon 

demonstration. 

SUMMARY OF GAME III (MORNING) 

The morning game ended in a victory for the insurgents,  who managed 

to more than double their supply of arms,  and to reduce government forces to 

a total smaller than their own.    They also gained the loyalty cf both the wealthy 

upper class and of a large part of the lower class population.    Indiscriminate 

brutality on the part of the government •■ xe in large measure responsible for 

the insurgent success. 

Th» game began with agitation by the industrial workers for increased 

wages.    The workers threatened to strike, but were persuaded to wait until 

upper class representatives conferred with the government on planned taxation. 

Meanwhile, the goveinment began to take security measures against 

the insurgents.    Guards were assigned to various installations and citizens 

were searched by the police.    These precautions soon bore fruit when a smalx 

insurgent force attempting to destroy the power station was annihilated. 

Because of upper class stalling,  the workers went on strike the next 

day,  demanding a $3 lump sum payment and a $1 per day raise.    Police 

guards were assigned to the picket line,  averting possible violence for the 

rest of the day. 

That night,   however,  violence broke out in various parts of the city. 

A bomb destroyed the water works early in the e/ening and soon after,a small 

police patrol in the industrial sector encountered a large though ill-armed 

band of insurgents.    The police were wiped out and their weapons captured. 

Also,  a police unit sent to inve   Hgate the water works bombing was attacked 

and destroyed by insurgents,   lor    j: weapons and a radio. 

The next morning,  a group of unemployed slum dwellers,instigated 

h) a secret police agent,  tried to rob the insurgent leader in the main city plaza. 

A large insurgent force appeared and a ma^or battle ensued in which the secret 

police Jest heavily in weapons and their slum-dweller supporters took substan- 

tial casualties.   Meanwhile,  the upper class,  frightened by the widespread 
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began to recruit vigilantes to protect their homes and property. 

The government then lashed out indiscriminatelv.    A police unit went 

into the slums in order to execute the denizens of the red-light district for 

collaboration with the insurgents.    The ladies rcsistedt  but took very severe 

casualties.    For the rest of the game,  the red-light area was an insurgent 

stronghold. 

Meariwhile,  the insurgents received deiivery on arms they had pur- 

chased.    A r^i.r of bomb scares followed,   which included one at the factories 

and an at+ack on the railway station in which two policemen were killed      By 

this time,  government casualties were sufficient to f^rce the police to try to 

recruit replacements. 

The workers returned to their jobs the next day,  but disruption con- 

tinued.    Unemployed workers who had managed to procure arms robbed the 

middle class shopkeepers while an eight-man police patrol stepped into an am- 

bush as they tried to arrest a suspicious individual.    Six police were lost with 

their weapons.    The insurgents,  however,   were slow to escape and were 

caught in a battle by police reinforcements.    Tne insurgents escaped,  but lost 

nine men and their weapons to the police.    Pclice casualties amounted to 

eight killed. 

The insurgents struck back quickly.    The water works was demolished 

again by an insurgent bomb and the insurgents,   with aid from the red-light 

district,  attacked government headquarters.    Seven police were killed and 

the insurgents escaped with a large store of weapons. 

Police reaction was again confused.  A detail n   hed to the factories 

to search for bombs reported there,  causing the workers to go off the job. 

Another police unit went to the slums to punish the red-light district for having 

aided in the attack on government headquarters.    This latter expedition ran 

into severe resistance because the doxies had armed themselves from the 

government arsenal.   The police were driven off with hea'-'y casualties. 

By this time the upper class had paid a substantial economic penalty 

because of the frequent strikes and shut-downs in the factories.    Since the 

government appeared unable to maintain order and to guarantee the security 

needed to conduct orderly business,   the cwners shifted their loyalty to the 

insurgents.    Thus,   the game ended with the government quite obviously on 

the run. 
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UKPCOIN RESULTS: MORNING GAME 

Money Popu lation Weapons Final Loyalty 

Start Finish Start Finish Start Finish 

Governrrient 1120   i 9?.6 70 26 100 83 G 

Insurgents 240   1 168 58 40 30 70+1 radio I 

Upper Class 500      471 10 10 1 1 I 

Middle Class 100      113 
1 

10 10 ] 1 N 

Lower Class 1 

Lower Class 2 

20   "    20 

20   '    21 

20 

20 

1* 

18 

1 

0 

(       1 

0 

G-~-_ Employed 
„/^  workers 

Lower Class 3 20   1    60 20 4 0 1       9 I 

Lower Class 4 20   1 105 20 15 0 0 N 

Lower Class 5 20   I 136 20 4 0 1       3 N 

Lower Class 6 20 |    So 

1 

20 18 0 1       0 

1 
1 

I 

*« 
= Winning Team 

= Winning Player 
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SUMMARY OF GAME IV (AFTERNOON) 

The afternoon demonstrauon was rather more chaotic than the 

morning version in that a number of participatns had to leave for classes 

before the game was completed.    Also,  a sum of money belonging to the 

Control team apparently found its way into the bands cf players,  thereby 

upsetting economi': relationships. 

In any case,  the afternoon game resulted in a standoff between the 

opposing forces with the insurgents,  whose   tactics  were very cautious in 

the beginning,  in a seemingly favorable position to make future progress. 

The government began the action by placing guards on such installa- 

tions as the bank and the stores in the downtown area.    They also set up a 

very effective communications system and exercised control on population 

movements.    This included the summary execution of nine members of the 

upper class suspected of insurgent sympathies.    Meanwhile,   another member 

of the upper class was robbed of $250 by an insurgent. 

The government now began to build up what was to become an extreme- 

ly large guard on the bank.  Initially,  the guard was increased to ten,  later to 

sixteen because of rumored insurgent designs,  and ultimately,  to thirty-one, 

this including armed citizens from the upper class. 

Labor troubles began at this point with a strike by the waiters at the 

restaurants in the commercial section,  and ferment among the unemployed 

in the slums.    Eventually,  the government was able to buy off the slum dwellers 

with welfare payments, but not until some rioting had occurred.    The govern- 

ment also pressured management and the union leaders to come to mutually 

acceptable terms on wages and working conditions; but at the same time,   failed 

to assign guards to the treasury building,  which was robbed by a gang from the 

slums.    Part of this money was later recovered in a police search which made 

the culprit angry enough to turn the rest over to the insurgents. 

The waiters continue^ to strike to the consternation of the   'pper class 

restaurant owners.    The     .ve/nment,  however,   made considerable progress, 

having inaugurated a public works project for the unemployed and having caught 

and executed a terrorist bound for the commerical section carrying bombs. 

The government also made a false announcement to the effect that three major 

insurgent leaders had been arrested in hopes of undermining insurgent popular 

support. 
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Th. insurgents,   however,  soon demonstrated that they were very 

much alive.    Four poMce were killed by a bomb planted in their headquarters 

and soon after,   a police unit in the commerical section was decimated by 

an insurgent force which managed to capture all the police weapons.    The same 

police unit rearmed but weakened,  was totally annihilated soon after by " i- 

surgents who also blew up the radio station. 

The police took further casualties that   night as an insurgent suicide 

squad attacked a large group of police in tht main plaza with bombs.    The 

police lost fifteen men to fcur tor the insurgents and the police weapons were 

blown up as well. 

The governmer;': now took the offensive,   repairing the radio station, 

police station and treasury building all of which had been damaged.   They also 

inaugurated a curfew,   which served to impede  the movement of ins'i-Gient be    b 

squads.    At this point,  the game ended.    The government remrlr^u  - . i    > but 

insurgent tactics had been v<_-y effective.    The ul.   -.late outcome was U^L 

predictable. 

&t 
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URBCO/N RESULTS:   AFTERNOON GAME 

Money Population Weapons 

Start Finish Start Finish Start i Finish 

Government 

Insurgents 

1. 

( 
Upper Clas 

Middle Class 

Lower Class-' 

1000 2386 

260 I 693 

500 I 640 

I 
500 

/ 

20 

20 

20 

421 

96 

32 

70 

110 73 

50 ' 31 

10  I   7 

10 

10 

10 

10 

10 

10 

10 

11 

10 

10 

100 '   86 

30 |25 

1 1     8 

1 9 

1 1 

0 0 

0 
!   0 

0 0 
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SYNOPSIS 07 PLAYER POLICIES - GAME IV (AFTERNOON) 

> 

The Government 

The major concerns of the Government were ti^ht population 

control,  effective communications and effective security guards on such 

important installations as the bank.    The Government team also attempted 

to gain popular support by raising wages and by hiring the unemployed 

on public works projects. 

Thorough population control«,   especially the imposition of a 

curfew toward the end of the game,   seem to have been the Government's 

most effective move.    It forced th~ Insurgents to move around in small 

numbers and to place more reliance on bombings than on military actions 

for most of the game. 

In the post-game critique,   the players were asked to select 

their most effective moves.    Government players listed their best moves as 

follows: 

1. V elfare and employment programs for the lower 
class« s.   (Government Head) 

2. Imposition of curfew and general search procedures 
in order to impede Insurgent terrorism. (Police Chief 
and Civil Police) 

3. Pretending to sell out to the Insurgents in order to 
penetrate their movement.    (Secret Police) 

The Governmenr players thought their worst mistakes were: 

1. Having a reactive rather than anticipatory police. 
(Government Head) 

2. Getting caught with a large group of police by aa insur- 
gent suicide bomb squad in the city plaza.    (Police Chief 
and Civil Police) 

3. Inability to penetrate Insurgent organization.    (Secret 
Police Agent) 

4. Dealing with the Government too openly.   (Secret Police 
Agent) 

The Government leader thought his best strategy might have been 

to seek more support from labor, while the Police Chief would have intensified 

search and surveillance. 

) ) 

C14 



I Insurgeats 

The Insurgents began the game rather cautiously because their 

movements were impeded by police surveillance.    Their objective was initially 

to force the Government to spread its forces as thinly as possible through 

sporadic terrorism and then to overwhelm weak units in order to acquire arms 

and to create uncertainty among the population.    They r>loO hoped to recruit 

various members of the population to their cause by offering large bribes to 

anyone who would join them. 

According to the Insurgent team,  their best moves were as 

follows: 

1. Capturing the radio station and offering bribes 
to citizens who would join them.    (Insurgent leader) 

2. Bombing a police concentration in the main plaza 
with a suicide squad.    (Insurgent) 

3. Bombing a secret agent's house.    (Insurgent) 

They felt that their best strategies might have been: 

1. To attempt to incite a mass popular uprising. 
(Insurgent leader) 

2. To play both ends against the midr-le for personal 
gain.    (Insurgent) 

Population Groups 

1. The Upper Class 

Upper class strategy was to remain neutral at fin    in order to 

assess the way in which the struggle was going,   and then to support the side 

which would guarantee their prerogatives - in this case,   the Government.    They 

agreed that their best inove was to place their money in the bank and to secure 

the facility by obtaining weapons from the Government to arm guards drawn 

from their own population group as a supplement to those normally assigned to 

the bank L •/ the Police,    In this way,  they protected their money and lightened 

the Government's defense load. 

2. The Middle Class 

The middle class,   from whose ranks most of the Insurgents were 

drawn,  was mainly concerned with bettering its ovn economic position.    A 
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middle class engineer,  for example,  bombed a Government patrol and escaped 

with a large sum of money whil-s a shopkeeper dealt in the black market for 

weapons,   selling to both sides and to copulation players.    Their tactics were 

successful.    They finished the game with a substantial profit and with minimal 

population losses. 

3.    The Lower Class 

The er ployed lower class players were concerned with bettering 

their wages and insuring economic stability     The unemployed,  by contrast, 

sought to play both ends against the middle and were willing to resort to crime 

and to collaboration with either or both belligerents to further their ends 

Lower class players generally felt that failure to i.xake contact early enough 

with both sides was an error,  whTe they all agreed that manipulating both 

sides  for personal gain was their best approach. 
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SUMMARY OF CRITIQUES - GAMES III AND IV 

U.S.  AIR FORCE ACADEMY.  January 27.   1966 

Numbers on the left refer to question numbers on critique form.    Numbers 
in bra< kets indicate number of responses of that type.    There were a total 
of 15 '.espondents (2 officers and 13 cadets) 

2. Most Realistic Aspects 

Unemployment and labor troubles (4) 
Changing loyalties for self-interest (3) 
Population mobility (1) 
Conflicting pressures on population (1) 
Communication and information problems (1) 
Difficulties of getting public support (1) 
Bartering for capital (I) 
Invuxnerable insurgent sanctuary (1) 
No opinion expressed (2) 

3. Most Unrealistic Aspect 

Lack of secrecy (3) 
Unknown size of police units (2) 
Ability of police to make indiscriminate arrests (2) 
Bombing rules (2) 
Robbery rules (1) 
Time allotted (1) 
Players out of circulation during work time (1) 
Insufficient time for planning (1) 
Inability to obtain arms (1) 
Poor communications (1) 
Government knowledge that insurgency existed before 

game started (1) 
No opinion expressed (1) 

7. Involvement .-> 

High                              QJ (7) 
Moderate (4) 
Low (4) 

8. Length of Game 

Too short (3) 
About right (8) 
Too long (4) 
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Complexity 

Too complex 
About right 
Too simple 

10.    Team Size 

Too few 
About right 
T^o many 

11. Times to be Played 

Once 
Three times 
Ten times 
Thirty times 
No response 

12. Most Confusing Aspect 

Rules 
Bombs and Weapons 
No circulation control 
Determining loyalties 
No way to distinguish players 
Insufficient preparation time 
Rapid loaction time 
Nothing 
No answer 

13. Those who Would Learn most from Game 

Mature military officers or government officials 
Ccunterinsurgency specialists 
A novice in the field 
Those who play Government or Insurgents 
Those who play neutral citizens 
All players learn the same 
People who are interested and apply themselves 
No answer 

14. Lessons to be Learned from the Game 

Alternative tactical and strategic approaches 
Population behavior patterns 
E 'tent of motivation for personal gain 
Very little to be learned 
Don't know 

(3) 
(12) 
(0) 

(9) 
J(6) 

(0) 

(2) 
(4) 
(7) 
(1) 
(1) 

(5) 
(2) 
(2) 
(1) 
(1) 
(1) 
(1) 
(1) 
(1) 

(4) 
(2) 
(2) 
(2) 
(1) 
(1) 
(1) 

(7) 
(5) 
(1) 
(1) 
(1) 

♦ 

r 

CIS 



15. Comparison with other Training Techniques 

Better (9) 
Same (1) 
Worse (0) 
Don't know (4) 
No answer (1) 

16. Comparison with other Research Techniques 

Better (2) 
Good,  but better for training (2) 
Same (0) 
Worse (0) 
Don't know (9) 
No answer (2) 
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